A^T E PC DRAKfiN I MESSIAH I FINAL FANTASY VII I X-FIIES I COMMANDOS I MECHCOMMANDER I GEX 3D I K-GOM: INTERCEPTOR I ALPHA CfNTAURI ANHTISSH 



ID IUU70 DEIIEH! 


U LTI MATE 


X-Files 
Commandos 
MechCommander 
Gex 3D 

X-Com: Interceptor 
Fields of Fire 
Obsidian 
and many more! 


RAPIDE PUBLISHING 


VOLUME ONE ISSUE TWELVE 


If your FOEE CO and book are missing, 
please consult your newsagent! 



9 771368 



531 


24 


















































© 1998 FASA Interactive, Inc. Published by MicroProse. MICROPROSE is a registered 
trademark of MicroProse Ltd or its affiliated companies. BaWeTech, BattleMech, ’Mech and 
MechWarrior are registered trademarks and MechCommander \s a trademark of FASA 
Corporation. Used under license. The FASA interactive logo design is a trademark of FASA 
Interactive, Inc. All other trademarks are the property of their respective holders. 



iiiuiui.sciFi.com 





















Here is the next generation of action strategy games. Experience true-to-life battlefield dynamics. Command an entire 
company of MechWarriorsS, each with their own personality and combat skills. Issue real-time orders and get human 
feedback from the fight. You'll hear how they feel and what they know. 

Your success will depend on your last mission - and your tactics for the next. Manage your team shrewdly to get the 
right warriors in the right 'Mechs with the right weapons for each mission. Your orders will be executed with awesome 
graphic effect. 

HERE IS MECHCOMMANDER™. NOW YOU'LL KNOW WHAT IT IS TO COMMAND. 



www.mechcommander.comwww.microprose.com 
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MechCommander, X-Com: Interceptor, World League Soccer 
and the X-Files are just a few of the games you'LL find derr 
of on our red-hot CD. 

Front lines 

Following last month's E3 things have been relatively quiet 
on the PC gaming front, but we've still dug up lots of news 

On the Drawing Doard 

Ultimate PC travelled Stateside with Interplay to find out 
what surprises they have in store for us this winter and 
early next year. 

First Sightings 

Drakan - An in-depth look at the game that could bre 
Lara Croft's heart. 

Ultima Ascension - Richard Garriot talks exclusively 
Ultimate PC about his latest Ultima title. 

Max Payne - 3D Realms have more up their sleeve th 
just Duke Nukem, as we find out. 

Homeworid — We take a closer look at Sierra's stunning re 
time strategy game, which was one of the stars of E3. 


52 Previews 


Messiah, Alpha Centauri and Urban Assault are just a few c 
the games we put under the microscope this month. 


65 Oeviews 


Final Fantasy VII is finally here and proves to have been 
well worth the wait, as does Fox Interactive's gripping X 
Files game. 


102 Dudget Reviews 

104 Digitai Entertainment 

106 Expansion Pack Previews 8 Reviewi 
110 


We cast our views on the latest range of sub-£20 
software re-releases. 


More of those titles that offer a bit more in the way of 
education, but with a fun angle too. Check it out! 


Lots of new add-on packs coming through over the next few mor 
This time around we review the first of the Quake II packs. 


PenOltimate 

Another month, another bundle of letters to fill the 
Penultimate section ten times over, but keep writing in! 

Wired earning 

We take our regular look at the world of multiplayer gamii 

Cyberspace 

More and more of us are hooking up to the Internet and 
surfing the information superhighway, so we've a few site: 
you might like to visit. 

Craphic Cards Round-up 

David Gibbon reviews a collection of second generation 3C 
graphics accelerator cards. 

Tips 

121 Forsaken ““ The first part of our full solution. 
142 Mini Tips ““ Need help with a game? Flere it is! 

Rack Issues 

Get 'em while they're hot... and we still have some left! 

Next Mnnth 

Find out what we have in store for next month's packed issu( 







We’ve get a hege cellection ef playable deiees fer yee to 
try oet this month, Incinding eoimnanios: Behini ineay lines, 
MeehCemniamler and X-Cam: latereepten 
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Requirements 

The Ultimate CD is optimised 
for machines with the 
following specifications: 
P75, Windows '95, 16 bit 
display, 16 MB RAM, 
sound card. 


Disclaimer 

Whilst every care is taken 
with the testing, production 
and installation of UinMAH 
CD, Rapide Publishing 
cannot accept any 
responsibility for loss or 
damage occurring during its 
use. We strongly advise that 
you have back-up copies of 
all your important files and 
applications before 
installing any new software. 


CD Kelpline 

The Ultimate CD is 
thoroughly tested for any 
faults and is in full 
working order before it is 
distributed. However, 
should you have any 
problems of any kind you 
can ring our special 
ULnMATE PC helpline 
between the hours of 3pm 
and 6pm. The number to 
ring is: 01425 674446 


utilities 

More and 


more Windows '95 games 
now require DirectX, 
which is why we've stuck 
a version on the CD for 
anyone who hasn't 
already got it. 

To install it on 
to your PC, simply 
select the DirectX 5 sub¬ 
directory and then 
follow the on-screen 
instructions. There - 
couldn't be easier! 


Ihink you've got what it takes to command a small team of infiltrators in Nazi-occupied Europe during World War Two? 
Commandos: Behind Enemy Lines from Eidos puts your tactical skills to the toughest test. This is a new and highly original type of 
game, and for those of you who are finding all the lookalike real-time strategy games to be a bit passe and are looking for 
something which presents more of a challenge than building a hundred tanks and watching them get blown up, this could be just 
what you are looking for. Eidos have described the game as 'real-time 
tactics', and this is fairly accurate as far as it goes. In Commandos, tactics 
are all-important. You control a team of just six men, each with their 

own specialised skills, and you must use them to 
carry out a campaign of 20 missions 
designed to slow down and harass the 
Nazi forces in Europe. The catch is 
that the men under your command are 
all irreplaceable specialists, so if any of 
them are killed or captured it's Game 
Over! Our two-mission demo will give 
a taste of the action, and severely 
test your patience and perseverance. 
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X-Coin: 

Interceptor 

■ublisher: Microprose Release: Out Now Platform: Wio 95 Cootrols: 


Gemmandos: 

Behind Enemy Lines 

Publisher: Eidos Release: Out Now Platform: Win 95 Controls: Mouse 


Mouse, Keys, Stick 


n 


you are a fan of computer 
games, you will recognise 
the X-Com series from 
MicroProse as one of the 
most popular ever. The 


fourth instalment is due out soon, so to give you a taste of what to expect, we have 
included a single mission playable demo on this month's cover disc. X-Com: 
Interceptor carries the Earth vs. The Aliens saga into outer space, and puts you in 
the cockpit of one of X-Com's sophisticated new space fighter craft in a head to 
head battle with the ruthless enemy. The events in X-Com: Interceptor take place 
17 years after X-Com: Terror From The Deep and 17 years before X-Com: 

Apocalypse. X-Com: Interceptor retains the base-building strategy elements of the 
earlier games, allowing you to construct heavily armoured space stations, mine 
for Eleriumand and conduct research into advanced alien technologies which 
will help you in your struggle against the grey-skinned ones. 
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HOW TO HSE THE DITIMATE CD 


To use the CD, simply place it in your CD ROM drive and select RUN from the Windows start menu. Type in X:\ultimate.bat (where X is the CD ROM drive letter). This will 
start the setup sequence which will install any necessary files on to your PC. This will only happen on the the first occasion that you run the CD. To uninstall the menu 
system go to the control panel and then to add/remove programs and click on the listing for Ultimate PC issue 12 and click Remove. 

If you have any problems with the CD, please don't hesitate to call 01425 674446 between the hours of 3pm and 6pm. 





MechCommander 

Publisher: Microprose Release: Out Now Platform: Wio 95 
Controls: Mouse 


liilicroprose have been pretty good at handing 
the Mech games so far, and with the craze 
recently surrounding strategy games, it was hardly 

surprising that they announced the release of MechCommander, which brings the hard¬ 
core fighting machines out of the first-person perspective games and into an isometric 
viewpoint. Reviewed this very issue, we thought that it would be a good idea for us to 

also bring you a playable demo of the game. 

It's pretty big, but well worth filling some space on your hard drive if you're 
a fan of the genre. 

To play, simply click on the 'Play Demo' option from the main screen and 
you will enter the area where you have to assign your Mechs to the mission 
ahead. It's a drag and drop affair which fortunately isn't too complicated. 
Then, once three Mechs have been added to the Force Group, you can go 
ahead for some serious Mech on Mech combat. The controls are the same 
as most strategy titles - just point and click. 




Bass Masters 

Publisher: THQ Release: Out Now Platform: Win 95 Controls: Mouse, Keys 


f you've just being dying to get your rod out and have some fun with 
fishing but without jabbing a hook into the mouth of an innocent fish, look 
no further and pull in Bass Masters.Jhe aim of the game is fairly 

straightforward - catch the biggest fish possible in 
a large bass fishing tournament... well, in the full 
game anyway. In this playable demo you are only 
given the opportunity to practice your tactics and 
skills, but there's no doubt that you'll have fun. 
Cast your line, wait for the bite, and give the 
mouse a good old tug to pull in the bait - 
hopefully along with a giant fishy too! 

If you find the demo exciting, the full version pits 
you against loads of other anglers either controlled 
by the computer or online against other fishing 
buddies. A full list of instructions and the controls 
used in the game can be seen in the Readme file. 




CyberStorm 2 

Publisher: Sierra Studios Release: July Platform: Win ‘95 
Controls: Mouse 

Dhe sequel to the original CyberStorm game 
has arrived, and we've got you the demo for it. 
Install this game in the normal way from the CD 
and then start the game from the set-up 
program. You will be greeted with an impressive 
FMV intro explaining the setting of Corporate 
Wars. The main menu is very easy to use - what 
you see is what you get - and there's no 'Sorry, 
Not Available in the Demo' on the options. 

As well as all the features available in the 
demo, the release version also includes the 
ability to fight a campaign as any of the eight 
corporations taking part in the war. Each 
corporation is unique, with different strengths and weaknesses. Also in the full game are a whole range of multiplayer 
scenarios and missions. These range from a 'Tag' game to a merciless 'Destroy Anything that Moves' killing frenzy. 
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Publisher: EA Release: Out Now Platform: Win 9S Controls: Stick, Keys 


Dane's aircraft simulations are well known for their 
accuracy and attention to detail. Now you have a chance 
to fly the deadly F-15 fighter aircraft in this fully playable 
demo. It's designed for use by casual players, although the 
full game offers bucketloads of options to suit gamers of 
varying skill levels. Like most flight simulations, getting to 

grips with all of the controls is a bit of a struggle, but 
you'll be pleased to know that there's a useful 
M Readme file available to speed the learning time 
up slightly. Regular users of flight sims will no 
-I doubt be able to pick everything up pretty quickly. 

To play the game simply load the F-15 demo 
^ program from the Jane's folder on your hard drive. 

Then from the main menu click on the 'Single' 
button and then 'Fly' You are then thrown straight into 
the action, so be prepared to blast any enemy in sight! 




Microsoft Golf ’88 

Publisher: Microsoft Reiease: Out Now Platform: Win 95 Controls: Keys, Mouse 

I hp Microsoft Golf senes has inevitably reached its 1998 phase, and we offer you 
the chance to see just what it is like. You are able to play a full three holes at the Bay 
Harbour Golf Club. In the full 


game you can play all of the 
holes on this course and 
three others. With this demo 
you can play four different 
kinds of golf: Solo Strike 
Play, Stroke Play with an AI 
Partner, and the bizarre 
sounding Bingo Bango Bongo 
(a kind of stroke play that 
includes betting). To play, 
install the game normally and 
then select 'Golf '98 Trial' from 'Microsoft Games' in the Start Menu. The game offers a very good 
introduction, explaining all of the features of the demo and the complete version in full detail. 




Beastwars Transformers 

Publisher: Hasbro Release: Out Now Platform: Win 95 Controls: Keys, Pad 


□ e 


lemember those toys you used to play with when you were a kid? You know, the 
ones where you could change them into a few different characters? Well now the 
Transformers are back, and you can experience what it's like to be one - well, several 
actually! Install this game from the Ultimate CD games section and then run 'Bwdemo' 

from the Beastwars folder on your 




hard drive. When you enter the game you are given the option to 
choose one of two squadrons. In this demo you can play one mission in 
the single player option. The game also has a 
multiplayer mode, but unfortunately it isn't enabled 
for the demo. Upon entering the game for the 
first time, you may find that the controls 
are hard to master. To speed up the 
process, select 'Options' from 
the main menu, and once you've 
chosen your team, choose the 
Control Configuration. 
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Brunswick Bowling 

Publisher: THQ Release: Out Nuw Platform: Win 9S Controls: Mouse 


Han't make it down to your Local Superbowl? Fear not, as Brunswick Bowling has arrived 
from THQ, avoiding both regular game costs and those horrible pixie shoes you're always 
forced to wear. Running directly from the CD, this bowling sim plays in a similar way to 

that of golf games, in that the 
accuracy of shots is determined by 
how good you are with the mouse, 
hitting a power bar in the correct 
position. First of all, aim your shot, 
put some spin on it if you like, and 
then bowl. You never know, your quick 
reactions could be rewarded with a 
strike! In the full version of Brunswick 
Bowling you'll be able to choose from 

five different playing modes, thirteen professional bowlers and a 
multiplayer option for up to 32 players. And of course, experience all of 
the thrills of the sport - well, we had to say that really! 




KKNB Krnssfirc Evnived 


Wnrid league Snccer ’98 

Publisher: Eidus Release: Rut Nuw Platform: Win 9S Controls: Pad, Keys 


wo issues ago Ultimate PC ran a special football issue to coincide with the World Cup, 
and it featured a huge selection of soccer games. World League Soccer '98 included. It's 
certainly a title worth Looking at, with impressive graphics and a few nice features to 
separate it from its many rivals. Now we've managed to get our hands on a fully playable 
demo. Boot the game up and you can play a full Scotland vs Brazil match. Choose either 
team and then make use of some of the options such as your squad's formation and 
substitutions. Over 140 teams from the English, Scottish, French, German, Italian, Spanish, 
Dutch, American and Japanese leagues can be played. To help the atmosphere, commentary 
from Peter Brackley and Ray Wilkins is provided. 


Publisher: Ocean Release: Out Now Platform: Win 95 Controls: Mouse 


popular, so what about Krossfirel If you're 
In this you can play the single player mode, 
fighting to wipe out the computer controlled 
opponent. You can build a Lot of the structures 
and units available in the game and practice 
some useful tactics. You can control some 
aspects of the game, such as the Fog of War 
and the shroud. The other options, not 
available in the demo, are Multiplayer Game, 
which includes all the standard real-time 
strategy game options; Custom Missions, which allows 
you to, umm, customise the missions; and a Unit Editor, 
which is a very nice feature that allows you to modify a 
unit's statistics to your own Likes and dislikes. The install 
directory includes a extensive Readme file which explains 
in detail all you really need to know about the game. 


_I he original Krush, Kill n' Destroy game was exceedingly 

considering buying it, then why not check it out here first. 
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X-files 

Publisher: Fox Interactive Release: Out Now Platform: Win SS Controls: N/A 

^3ulder and Scully return, but not on your average television screen. Instead they're back in a brand new 
PC game from Fox Interactive. Although not playable, this demo still gives you the opportunity to learn 
about the game through pictures, video files, storyboards and literature on this title which should attract a 
pretty wide audience, not just fans of the TV series, but those in search of an 
adventure game with a difference. Ever fancied taking on the role of an FBI agent? Well now you 
can! Users play FBI agent Craig Wilmore, who has been informed by seniors of the disappearance 
fellow agents Mulder and Scully. Seen as one of the more professional members of the office, you 
must put your thinking cap on and find clues to help find them. Flowever, you will encounter a lot 
more than you initially expected. It's a huge game, and the X-fites fits on no less than seven CDs. You 
can find out just how good it is by reading our review in this very issue - check out page 72. 


Uor/r/orc/s Rising is an expanded re-release of Warlords 
III: Reign of Heroes, which was released a year ago. All the features of Reign of 
Heroes are in here, but obviously a lot has been added to Darklords Rising to 
make it worth buying. Now there are fresh new campaigns, maps and units. As 
well as this, the game also features improved AI, customisable AI, an enhanced 
game set-up mode and a full game editor. For the demo, the developers have allowed players to experience the tutorial 
option to learn how the whole interface works. Then, if you decide to go ahead and buy, you'll be able to jump straight 
into the real-time strategy action. A full multiplayer game is also available for up to four players on one of the game's 
maps. Buying the full game will give you the chance to enjoy both campaign and scenario modes with a huge selection 
of maps to try out. The multiplayer mode also sounds pretty good, with a capture the flag challenge! 


Warlords III: Darklords Rising 

Publisher: Red Orb Release: Out New Platfnrin: Win 05 Contrnis: Mnuse 





Vangers 

Publisher: interactive Magic Release: Out New 
Platfnrin: Win flS/Oos Cnntrnis: Pad, Keys 


IBIar racing games don't come much 
more wacky and original than Interactive 
Magic's Vangers, which has been 

developed by an obviously crazy team of people over in Germany. 

Equipped with a bizarre selection of weapons, players must use their vehicles to deliberate their way over 
hazardous mountains, through deep waters and murky swamps to achieve a series of different objectives. It's not 
a simple operation, and building your car up to complete the more hazardous missions is essential. So, if you're up for this brand new challenge, why not try 
out our playable demo this month and experience a slice of this new exciting racing/adventure game for yourself? 




leisure Suit lurry Gaslun 

Publisher: Sierra Release: Out New Platfnrin: Win 95 Cnntrnis: Mnuse 

Hlthough primarily a multiplayer game, the latest Leisure Suit Larry instalment does feature limited 
single player options. As the name suggests, this time Larry has taken himself to a casino for more wacky 
fun. The idea is to gamble and gamble until your pockets are full with money. 

Flowever, there is always the risk of losing all of your cash. A wide range of rooms can 
be visited in the full game, but in this demo you are only welcome to the Blackjack 
area to spend your chips or inside the Funny Comedy Club, which is an online-only 
feature. A lot of the casino games need to be played online, so if you haven't got an 
Net connection you'll have limited fun from this. To join a Internet game you have to 
download a few files from the Sierra home page, but this is done automatically when you enter an 
online room. Enjoy - and don't lose too much! 
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The Ideal Partner for All Chess Players 


f{ ' 

vIvC 


mid Hi 

Microcomputer V. 
Professional 
Chess Champion X/ 


• World Champion 1996 & 1997 V/IIvSj LllUlllylUH 

• Capable of adapting to all levels, 

from beginner to world class 
Serial, local or Internet network connection 

Features 12 interchangeable styles of chessboard ^ ^ 

and pieces in a choice of 2D or 3D 

Dptimised for Pentium MMX, PRD & II processors 

• Updated database with 52,000 games by Grand Masters 
• Play up to 20 games at the same time < with different opponents 

and using different sets of pieces 


©1997 Titus. 

Chess Program and Libraries by Marc-Frangois Baudot and Jean-Christophe Weill 
Published by Digital Integration Ltd. 

Watchmoor Trade Centre, Watchmoor Road, Camberley, 


Digital Integration 
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The nonlh following E3 is usually a quiet one, but this year seems to have been the exception, with 
news filtering tbreugh that tuake III is to be shelved In favour of a deathmatch game. 


FniTHRIAI 


ell, we've made it! UmMATE 
PC is now a year-old, and 
what an issue we have to 
celebrate the fact. Leading from 
the front is our comprehensive 
review of Final Fantasy VII. It's 
been a long time coming, but it 
doesn't disappoint. 1 won't spoil 
things for you, as you should 
read the review later in the 
magazine, but it's a stunner, 
make no mistake. Also up there 
amongst the high scores this 
month is Eidos' Commandos: 
Behind Enemy Lines, Fox 
Interactive's X-Files and 
Microprose's MechCommander, 

As well as being treated to 
several great reviews this 
month, we have some superb 
previews too. Richard Garriot 
talks to us exclusively about 
his latest Ultima title. 
Ascension. We also take a look 
at Sid Meier's Alpha Centauri, 
the game that looks like taking 
over where Civilization II left 
off. Other games previewed 
this issue include Microsoft's 
Urban Assault and Motorcross 
Madness and Interplay's 
eagerly-awaited Messiah. 

Complimenting this month's 
previews we have a couple of 
interviews with leading games 
industry figures - namely 
Archer Maclean and Tim Schafer 
from LucasArts Entertainment. 
Both talk to us about their new 
projects and their plans and 
ambitions for the future. 

As usual, this month's 
magazine also boasts a CD 
packed with all the latest 
playable demos. On this 
month's CD we have X-Com: 
Interceptor, MechCommander 
and Commandos: Behind Enemy 
Lines, as well as X-Files and 
Vangers for you to try. For football 
fans looking to fill the void left 
by the end of the World Cup, we 
also have Eidos' excellent World 
League Soccer '98. 



Big changes to Quake III 

n nitiaL intentions made by id software for the 
third Quake instalment have now been axed, 
leaving the game with a whole new angle of gameplay 
and even a name change. 

Instead of being called Quake III, the new title is set 
to be Quake Arena, and as you have probably gather by 
the title, it will primarily be a multiplayer game from the 
box. However, it's not all bad news for those without 
access to networks. A single player mode is being 
designed, but not in the style of the past two versions. 
Instead Quake Arena's single player option will be more of 
a deathmatch game against computer controlled bots with 
impressive AI similar to those seen in GT Interactive's 
Unreal. This decision was made mainly due to conflicting 
goals when developing the past two Quake games. For 
example, weapons created for a single player game may 
not be ideal for a multiplayer battle. The same goes when 
thinking about maps. However, one of the biggest 
problems was raw time of development, with id having to 
think about two types of game modes for one title. 

The company has admitted that introducing this new 
single player mode is a big change and a gamble, but it's 
one they are willing to take. 

OpenGL is still going to be the graphics engine used, 
but some significant features are going to be added 
which won't have been seen anywhere else before. The 
development team feel that making an environment 
thrilling and good to look at is important, but the speed 
of the game needs to be thought about first. Several 
graphics technologies are now not being used because of 
the new type of game which id are creating. Still, it 
should be a corker - whatever they come up with. ■ 






Soccer mania continues 


■ or most games companies with a football title, 
the World Cup in France was an ideal event to 
help promote their games. However, for Europress 
this wasn't the strategy, and instead they held back from 
releasing their management simulation among the hordes of 
other soccer games, which may prove to be a good move. 

Complete with a whole new approach to programming 
the intelligence of players. Football Manager Live aims to 
tackle other forthcoming management simulations, thanks 
to one feature which other titles don't boast. Matches are 


calculated throughout the 90 minutes of play, so you can 
view as much, or as little play as you wish. 

Like most games in this day and age. Football 
Manager Live will feature an Internet playable 
option. This, as well as allowing two players to 
take their management skills to the limit, will 
also give those without your skills on the bench the 
opportunity to watch. Developed by Bubball Systems, 
the game will be released in August for £29.99. Expect 
a review soon. 
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Army Men 2 

Yes - that's right folks, details have emerged on 
a sequel to that wacky strategy game with green 
toy soldiers, Army Men. Although details are about 
as easy to get hold of as blood is from a stone. Army 
Men 2 is expected to be a lot more humourous than its 
predecessor, something which the first game was 
definitely lacking in. We'll bring more details on Army 
Men ^ just as soon as we have them. 


Need for Speed III 

Computer games giants Electronic Arts have announced 
the follow-up to the acclaimed Need for Speed II, and 
with commendable originality they have called it Need 
for Speed III, with a subtitle of Hot Pursuit This time 
the game has a storyline, which casts the player in the 
role of a police officer in a high-speed pursuit vehicle. 
The game features a new list of licensed and accurately 
modelled supercars, coloured dynamic lighting, and rain, 



A 



Into the shadows 


O cclaim Comics' famous voodoo tampering 

Shadowman character is now not only being 
drawn for paper entertainment, but is being ported over to 
the PC to be included in an all-new action game. 

Being developed by the company's Iguana Studios here 
in the UK, Shadowman is being aimed at the more 
discerning PC audience via its adult themes, the settings 
of levels, and the nature of the lead character. Players will 
control the game from a third-person perspective and have 
multiple views at their disposal. New VIST (Virtually Integrated 
Scenic Terrain) technology (what the bloody hell?) has meant 
that the company have been able to create a whole new game 
engine which is said to include ground breaking graphical 
treatments (yum!). Players will be able to see as far as the 


horizon in any direction and use a variety of conventional and 
bizarre voodoo weapons to seek and take out serial killers.Ned 
Browning, product manager for Acclaim UK, commented on the 
project: "Shadowman does what few games have attempted - 
to get inside the gameris head. This is a game that features 
breath taking graphics, defies genre stereotypes and still 
delivers the awesome playability that today's hardcore gamers 
have come to expect." Shadowman is set to be released at 
the beginning of next year, and we'll see whether it really 
does find its way deep into our heads. 



Shadowman - never without his hall- 
wrenching denims and high-powered pistol 





on a game called Monkey Hero which, although not 
actually based on the TV series, features the same 
mythological hero, the demi-god Monkey King, and his 
quest to balance the Three Worlds and find the missing 
eight chapters of the Magic Story Book. 

The game is made in a Manga-Anime style combined with 
Disney-style cartoon characterisations. It is set in a huge 3D 
world consisting of 16 action-packed levels, with over 45 
enemies and fourteen unique bosses. Not many details are 
available yet, but enemies are sure to include evil demons 
such as the Ghost Tiger King, and powerful Taoist sorcerers 
who regularly do battle with Monkey. Each level is fully 
rendered in real-time, and contain^ many interactive 
characters, and over 2500 animated screens. Players must 
find the missing chapters using powerful magic, and obtain 
enchanted weapons and artifacts to help drive the Nightmare 
Lords from the Waking World, before facing a final challenge. 
Doesn't sound much Like an allegorical lesson in Buddhist 
philosophy, but it should be a lot of fun. Expect to see it in the 
shops around November, on PC-CD ROM and PlayStation. 


Enough monkeying around, this new game from Take 2 Interactive looks set to bring arcade-style action onto the PC like never before 


Great Sage, equal of 
Heaven 


hose of you lucky enough to have satellite or cable TV 

_I may have seen the re-runs of the classic Japanese 

series Monkey, which have been shown on the Bravo channel on 
Saturdays and Sundays. The series was first shown in the 
seventies, and has attracted quite a cult following over the years, 
t is based on the story of the Monkey King, by Wu Ch'Eng-En, 
and follows the exploits of the Great Sage King 
Monkey, and his journey with the Buddhist 
monk Tripitaka, the water monster Sandy, 
and the ex-marshall of Heaven, the 
stupid lustful Pigsy. If you've 
never seen it, check it out. 

Take 2 Interactive and 
developers BEAM! are working 
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THQ Get Sporty 

Two new sports simulations from THQ have reached 
the shelves this month, set to attract both fishing and 
bowling enthusiasts. Bass Masters Classic: Tournament 
Edition and Brunswick Circuit Pro Bowling are both 
featured on this month's Ultimate CD. So, if you want 
to see how they play just boot up the CD and test out 
the playable demos. Even if you're not a fishing fan. 
Boss Masters is well worth trying. 



Preparing for ECTS 

Even though we're still winding down from this yearns 
E3 in Atlanta, Europe's big computer trade show is 
just around the corner. The European Computer Trade 
Show (ECTS) is being held in September, and it will 
feature over 1000 new products, with a lot of those 
being for the PC. Research shows that a record 
attendance will also be reached with 20,000 industry 
professionals expected from more than 60 countries. 




This Month's Winner: Miss. G. Taylor, East Sussex 


Ultimate PC’s Charts are sponsored 
hy mail order specialists Gameplay. 
Tel: 0113 234 0444 


Looks don’t matter 


t may look like a joypad with a giant blister, but this 
creation from American-based company Spacetec is a 
new 3D game controller recently introduced into Europe. Ideal 
for first-person shoot-'em-ups, the Space Orb 360 mixes fire 
buttons with a ball on top which uses light sensors to pick up 
movements which can't be made with a mouse, keyboard or 
joystick. You can strafe, turn, look up and move in one flowing 
movement, as opposed to the jerky ones made with alternative 
controllers. Retailed at around £40, the Space Orb 360 is 
available from Gameplay, who are distributing the product 
in the UK. Their telephone number is 0113 234 0444. 
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Total Annihilation: Core Contingency 

GT 

Quake 2 Missions: The Reckoning 

Activision 

Tomb Raider II 

Eidos 

Microsoft Flight Simulator '98 

Microsoft 

Quake 2 

Activision 

X-Files Unrestricted Access 1 

Fox Interactive 

TOCA Touring Car Championship 
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Age of Empires 

Microsoft 

Grand Theft Auto 

Take Two 

Men in Black 

Gremlin 

Sensible Soccer '98 

GT 

Might and Magic 6 

Ubisoft 
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World Cup '98 

. E A Sports 
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Eidos 

Championship Manager 97/98 
Eidos 
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iig screen. 4i| 


e've seen several computer and console 
I games ported over to make movies: Street 
Fighter, Mortal Kombot and Mario are just a few examples, 
with Wing Commander and Tomb Raider soon to follow. But 
Sega have recently been paid a six figure sum by movie 
company Dreamworks for the rights to their bloody awful 
zombie game House of the Dead. 

If the project goes ahead, Sega who recently announced 
that they were working on a new console called the 
Dreamcast, will be paid a further seven figure sum. 

The flick is set to be made by Bob Dylan's son, Jesse 
Dylan, alongside Mark Verheiden, who worked on movies 
such as Time Cop and The Mask, starring funny man, Jim 
Carrey. Details of the plot have yet to be revealed, but 
we're sure it'll be fantastic - well, maybe! 


Each month, thanks to GamePlay, one Uitimate PC 
subscriber will win the top five PC games. 
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NEWS 


Bit of a mix up 

Oops, isn't Miles a bit of wally! Give him a day off 
and he loses all sense of reality. Virgin rightly were 
a bit annoyed when we incorrectly named one of 
their recent games. So we thought it would be only 
right and proper to provide an apology to clear 
things up. The game in question is Magic and 
Mayhem, which for some reason was given the title 
of Myth and Magic. Quite a difference really! 


The Art of War 

Strategy fans should watch out for the release of 
Talonsoft's new title The Operational Art of War. Die¬ 
hard gamers will love this World War II combat game 
which allows players to reenact any war that occurred 
between 1939 and 1955. Being hex-based the action 
is restricted to turns, but this allows for much more 
depth in gameplay. Scenario editor and variable scale 
should let players really get into the game. 


Whroer team up with SouHiPeak 

Yes that's right! Looney Tunes will come to life 
along with Pinky & the Brain and Animaniacs for 
the first time. Obviously it'll appeal mainly to the 
younger readers, but this link does mark a good 
movement on for the film industry. Everyone wants 
to see a Bugs Bunny game don't they? The Men in 
Black team. Gigawatt will be behind the Pinky & the 
Brain World Conquest. 



U reviously due to be 

published by Activision, 
Kalisto's main game for 1998 has 
now changed hands and moved over 
to UbiSoft for publishing. We still 
haven't seen playable code yet, but 
after what we saw at E3 last 
month we reckon it will be 
. a pretty decent action 
j game, even if it doesn't 
i compete with this year's 
greats like Half-Life and 
Unreal. Saying that, film 
licenses aren't always 
popular with the 
gaming press - UinMATE 
PC was the only mag 
to think Men in Black 
was half-decent, but 
i some people go for 
I that old 'cash-in' 

^ argument. If the new 
V art work actually 
^ s \ means that the game's 
graphics have 
improved then critics 
^ ^ I could be in for a 
^ : shock, and at the end 

K: of the day most gamers 

just want to play 
through the film, see 
the sites and have a 
laugh. Let's hope Kalisto 
can provide the thrills. 


Thrust, Twist & Turn 




innish games developers Carts Entertainment 
have unveiled a promising new racing game for 
the PC and PlayStation, due for release in October. Thrust, 
Twist and Turn, or T.T.T. for short, uses the powerful 3DGE 
engine from fellow Finnish developers Twilight 3D, which 
supports all major 3D accelerator cards. 

T.T.T. is a racing game which sounds like a cross between 
Wipeout 2097 and Ultimate Race Pro. Players race at 
breathtaking speeds around eight fully three-dimensional 
tracks involving loops, jumps, lifts and half-pipes in a 
breakneck roller coaster ride. The challenge will not only be 
to win but to defend yourself from the hostile 
attentions of other drivers. There are six 
different vehicle designs, all of which can be 
tuned and modified by the player, and vehicle 
damage will be visible and affect the performance of 
your car. The game has a very sci-fi feel, with 


futuristic locations, deflector 

shields and weapons. As in many such games, the object will 
be to get a medal in a series of eight races, which will 
be rewarded with new game features. The 
challenges get progressively harder as you go on, 
and there will be certain special challenges for 
bonus prizes. The game will support multiplayer 
modes, including a two player split-screen mode. 




Uprisinji - staud up if 
yuu want mure 


t has just been announced that the sequel to 
last year's ground breaking action strategy title 
is already in development. Even though Uprising was the 


first of the action strategy games to hit the shelves, 
many people regarded it as being a poor man's 
Battlezone. The sequel could well change all that. What 
with Urban Assault also not seeming to hit the mark at 
the moment, there is definitely room for improvement 
within this fledgling genre. It is a huge task to take all 
the ideas from two genres and blend them effectively 
into one, but Uprising Two could well be the first game 
to do it successfully. Still played from the first-person 
perspective, the game follows the age old routine of base 
building, gathering resources and 
destroying the enemy. The developers have 
said that they will make the sequel simpler 
to get into, with more in-depth tutorials 
and hints - which is a good job, because 
the original was a real cat and mouse game 
where it was hard for either side to gain an 
advantage. The new multiplayer options 
should provide more gameplay than the 
original and redress those original problems. 
The story has changed in as much as the 
main enemy. The Imperium have disappeared 
off the scene and a New Alliance has been 
formed by the many factions from the 
rebellion. Just as things start to look rosy a 
bunch of nasty aliens turn up to spoil the 
peace. The new invaders will no doubt look 
great with the new 3D card compatibility, by 
the time of release later this year it should 
ready to compete with the best, as long as 
nothing else turns up! 


Let’s hope the new game will he as good as Battlezone, because the first instalment never came close 
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New from Interactive Magic 

I-Magic games have a whole bunch of new titles coming 
through over the next months. The titles range in style 
quite considerably. For example, you have the hover tank 
game called Grav Armour that shows potential. Ifs 
similar in feel to Rage's Incoming and uses a new system 
for generating landscapes using fractals. On a different 
tangent totally, they are also working on Sovereign of 
the Seas, a pirate strategy game. 


More from the Magicians 

nteractive Magic have two new games on the horizon, 
including the futuristic flight simulator/arcade game 
Ultra Fighters - a fast, furious combat game that 
benefits from the technology of the future instead of 
the mundane planes of today's world. Theocracy, on the 
other hand, has one foot firmly in history. In fact this 
real-time strategy game is based on the Mayans of 
South America, with magic and Spanish invaders. 



Championship Manager 3 


kay, so all the football is 
over now as regards 
France '98, but many of you will 
be looking forward to the new 
season and everything that it 
involves. That's why we thought 
we should keep you up to date on 
the score with the eagerly 
awaited Championship Manager 3. 
This new screenshot from the game 
does give you a bit of an idea of 
what the new game will look like, 
but you know what it's going to be 
like anyway. No-one sells that 
many copies of their previous titles 
without being confident about 
their next release, and Sports 
Interactive have such a strong 
series to build on you can expect it 
to do as well As Championship 
Manager '98. As you can see from 
the screenshot, CM3 will allow 
players to see the scores from 
other games whilst still playing. 
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Gianfranco Zola climbs above Lee Dixon 


JOHNNY HERBEHT’S 
GRAND PRIX 
CHAMPIONSHIP 00 

n ext month we get to review 
Johnny's new game. In fact 
we have another game from his 
peer, Alain Prost too. Head to head, 
Alan looks to be the loser - his 
game is not really up to scratch 
compared to the likes of Psygnosis' 
FI '97. We can expect a riveting 
challenge from Mr Herbert though, 
with all the burning rubber, 
checkered flags and tyre walls that 
you would see on TV, even though 
you won't get the dulcet tones of 
Murray Walker (though for some 
that would be seen as a blessing!). 
Johnny has himself been active in 
the game's creation, making sure it 
provides as close an experience to 
the real thing as possible from a 
PC. We can't argue with the quality 
control team then! 



Unreal 


■ he long-awaited Quake beater has arrived. Glorious in nearly every respect, this challenging first-person 
shooter pits you against a whole horde of dangerous monsters with AI that will blow you away. It's the 
lighting effects, cool weapons and detailed levels that make the game one of the most impressive titles of this year 
and one you shouldn't be without. The best thing about it is the single player missions are as exciting as the 
multiplayer deathmatch. Surely only Half-life will have any chance of being better than this. 





Team Apache 


I ast month’we reviewed two really strong helicopter simulations. Comanche Gold was an updated version of 
Comanche 3, so if you have that then it is not really worth buying this upgrade. Team Apache, on the 
other hand, puts you in the cockpit of an Apache AH-63a combat helicopter. The state of the art graphics, exciting 
missions and stunning visual effects like explosions and missiles make it a treat to play. The variable weather 
conditions, tons of player definable options and multiplayer support make it one of the most re-playable flight sims 
on the market. 


Conflict: Freespace 



KM 




I ecent space simulations are few and far between; the craft in I-War handles like a pig and Xenocracy is a 
i bit boring. The only quality product when it comes down to it is Wing Commander. The situation has 
now changed. Conflict: Freespace offers deep space combat with superb graphics, awesome scale and a very user- 
friendly interface. The main thing about it though is the fact that you can actually perform skillful manoeuvres 
easily, and dogfight with ships without having to break your wrist in the process. It fulfills every Star Wars/Trek 
fantasy without trying. 
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iGGlaim vie for GORtention 

Acclaim Entertainment have some solid games coming 
up this year. Machines, for instance, is set to battle in 
the burgeoning action/strategy genre. Machines 
originally sent out into the universe to find hospitable 
planets for humans to live on have now learnt how to 
procreate - handy, now that all humans have become 
extinct. Players act as commanders of their machines 
as they compete for domination of the galaxy. 



Pandemonium with Aotivision 

Activision have just invested in a new company, • 
founded by two of the company's designers. Josh 
Resnick and Andrew Goldman. The new company - 
called Pandemic Studios - looks set to develop some 
great games for Activision, (plus other publishers 
later) utilising their experience from working on 
MechWarrior 2 and Battlezone. Their first two games 
will be Dark Reign II and Battlezone II. 



of missions along with an editor 
and multiplayer support. 


Seat of the pants 


O ne of the strangest things on show at the recent E3 games show 
in Atlanta was the Intensor 'Sensory Gaming Experience' from 
BSG Laboratories. This bizarre device consists of a moulded plastic chair 
equipped with a number of built-in speakers, or 'transducers' as these 
technical types like to call them. 

There are normal mid-range speakers in the centre and to either side for 
surround-sound effect, while behind you, you have high-frequency transducers 
to 'enhance the psycho-acoustic effect' and low frequency 'tactile' transducers 
underneath let you feel the sound in your, erm... seat. The whole thing is 
designed to fold up for portability and comes complete with a heavy duty 
power supply. Optional extras include a sub-woofer 
and a swivel-chair base unit. If you feel the 
need for an Intensor experience, check 
out www.intensor.com 


O ver thought there weren t 
enough World War II tank 
simulations? Well you don't have to 
wait any longer. SSI's new game. 
Panzer Commander, due out in the 
next few months, puts you in 
control of a German Tiger for 
example, or a Russian T-34 tank 
with all the rudimentary controls 
and rugged handling you would 
expect from these vintage vehicles. 
In fact there are up to 24 vehicles 
to choose from. If you don't like 
the boring job of driving you can 
take control of the guns and 
destroy a few innocent trees, etc. 
The game promises to have plenty 


Who is Lara Croft? 

I i i I poster teasers have recently been 
ftidLJi appeared on the Internet asking the question 
'Who is Lara Croft?' Of course, the reason for this is 
that it has yet to be conformed which Hollywood star 
will take on the lead role in the Tomb Raider movie, 
although the impression still seems to be that either 
Demi Moore or Liz Hurley will be jumping around firing 
guns, climbing up vertical walls and ensuring the 
tightest possible leotard is worn. Marketing for the flick 
was also seen recently in Atlanta at E3. The posters are 
the first visuals we've seen for the movie, but we're 
hoping that a lot more will appear in the future. We'll 
also be doing our best to get on the set for some 
exclusive interviews and photographs. Watch this 
space for further details as we get them. 
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Bethesda Softworks 

New from Bethesda this year comes a group of titles 
with all the potential of the company's previous 
successes. On the adventure side they have Symbiacom, 
a first-person adventure set in the darkness of deep 
space filled with all the puzzles and fantasy you would 
expect of such an adventure. Redguard though is more 
of an action-oriented game due out this year where 
players fight pirates on the open seas. 



Hackers upset Sierra 

Gamers who were interesting in taking up Sierra's 30 
day trial account program for the online game The 
Realm will not now be able to due to misuse by 
previous users. According to reports a number of people 
who signed up for the account hacked the system and 
caused chaos. Therefore, Sierra saw that the only simple 
solution to tackle the problem was to cancel the offer 
altogether - a shame for the Net community. 
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BABYLON V 


O s part of their new-look line¬ 
up, the even healthier- 
looking Sierra Online were showing 
off one of the most eagerly awaited 
games of the year: the Babylon 5 
space combat game, based on the 
popular and award winning science 
fiction TV series. Due for release in 
early 1999, the game features real¬ 
time 3D, first-person space combat 
combined with a powerful AI 
system, as well as strategy 
elements. The TV series is well 
known for its awesome special 
effects, and the game will use the 
same 3D computer models as the 
series. Developers Yosemite 
Entertainment have been working 
with the talents of Babylon 5's own 
special effects group, Netter Digital 
to ensure that the look of the game 
is utterly authentic To make sure it 
sound right as well, the in-game 
music is provided by the series' 
acclaimed composer Christopher 
Franke. Some cast members will 
also appear in the game, and some 
scenes are shot on the actual 
Babylon 5 sets. For more 
information check out the 
developers own Website at 
www.yosemite-entertainment.com, 
or at Sierra's site at www.sierra.com 


Grolier rise from 
the ashes 


Slave to the system 


As you can see from this shot, the graphics engine is already looking impeccabie 


A have set the wheels in motion with ^ 
their new game Slave Zero. The game is 
set 500 years in the future, where man and machine 
are almost one, (just like Miles after a large night 
on the razzle). War has taking grip over the biggest 
city in the known world, and it is 
up to you to sort it out. 

Apparently you are the ultimate 
saboteur and being known for your 
light fingers, you must steal the 
largest, biomechanical weapon ever 
made, right from under the enemy's 
noses. Even though this task may 
seen a bit tough for even the most 
hardened of thieves, you can 
console yourself in the knowledge 
that you are a giant sixty-foot 
Leviathan called Slave Zeron, and 
no-one gets in your fat way. Get 
ready for the game were there is 
no destiny. The future is now. 


rii 

■ rolier Interactive have recently announced the 
BbUB title of their new signing developed by a little 
known French developers Silmarils to be titled Asghan. 
Grolier's output this year has been lacking to date. Their 
only notable release of 1998 so far has been 
disappointing Xenocracy, a space sim that promised a lot 
but delivered very little. It looks however, as if the 
company are going to have a better second half to the 

year. The main 
reason being the 
new game 
Asghan, with 
Silmarils' own 3D 
engine and 
action / 
adventure 
storyline not too 
far away from the 
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likes of Blade, Tomb Raider and Drakan. The main 
character, Asghan must regain his lost kingdom by 
battling with 60 enemies, negotiating traps and puzzles. 
The game will flip from 
first-person to third- 
person perspective on 
request, as the player 
runs through the 30 
plus locations 
decorated in a medieval 
come fantasy feel. The 
game is set to hit the 
shops later this summer, so watch out for further news 
on this promising titles. Other games coming from Grolier 
in the not-too-distant future include two tank titles. Tank 
Racer and Hard Corps. 

Not too difficult to work 
out which will be the 
best one of those two. 

Also, the hotly tipped 
V2000 is coming to us 
soon courtesy of Dave 
Brabham. More on those 
games soon. 
































A Princely Prize! 


30 copies of Prince ef Persia 30 to be won! 

In a determined effort to get you to read this month's Red Orb 
Entertainment supplement, we have an extra competition this 
month, with a truly tempting prize. Up for grabs we have 30 
copies of Red Orb's exciting new adventure game. Prince of Persia 
3D, the long-awaited sequel to Jordan Mutineer's classic 1989 
platform game. Red Orb were showing this game and others at 
the recent E3 show in Atlanta, and everyone who saw it was very 
impressed with the quality of the graphics and the superb animation of the 
characters. The game retains the smooth and involving gameplay of the 
original platform games, and has a well developed combat system. Learn 
more about this new release in this month's supplement. 

All you have to do to be one of the first people to experience this 
stunning new game is to read the article, tell the person nearest to you 
how amazingly brilliant it is and how they should subscribe to Ultimate 
PC, and then answer these three simple questions. 

1. What is the name of the evil half-man half-tiger who kidnaps the Princess in 
Prince of Persia 3D? 

2. In which country are Strategic Studies Eroup, 
the deveiopers of Warlords III, based? 

3. In what year was the real life SCORE Tecate Baja 1000 Rally first held? 

Put your answers on a postcard or the hack of a sealed envelope and send it in to: 


Princely Prize, 
Oltimate PC, 
Rapide Publishing, 

1 Roman Court, 
4R New North Road, 
Exeter EK4 4EP 
















1 ^ altogether 
a more human way 
^>* to command and 


corrquer 




Over 40 characters to 
choose from, each with 
"^their own strengths, skills, 
and personality 

Two Immersive campaigns 
including over 30 missions 
and ''Hidden Surprises” 

Characters learn new 
skills as they progress 
through the game 

♦♦♦ Real-time combat includes 
fog of war, aggressive 
wildlife, and real line of sight 


PC CD-ROM 
Windows® 95 & 98 


Based during the French- 
Indian war in the 1700’s, 
FIELDS OF FIRE: War 
Along The Mohawk^^ 
is a challenging, historical 
game where role-playing 
meets real-time strategy. 

Grow your character 
through the American 
conflicts, learn new skills 
and acquire wealth and 
power while managing real- 


WAR ALONG THE MOHAWK 


Tull multi-player support 
via serial link, modem. 


LAN, or Internet 


www.empirestrategy.conn EMPIRE INTERACTIVE 0800 783 0156 


time battles and looking 
after your base, resources, 
and friends. 
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of human players, which sounds intriguing 
and aims to recapture the true multiplayer 
element, which was what D&D was all 
about in the first place. 

With none-tiled, fully rendered landscapes, 
it"s certainly looking the part, and the real¬ 
time passing of night and day (including the 
golden rays of dawn using a cleverly j 

implemented 'natural lighting system') will ■ 
bring the fantasy world to life. Baldur's Gate-:- 
will be opening for you around winter 98/9ltf" 


K PG fans unite in anticipation of 
_ Baldur's Gate ~ a Forgotten 

Realms-based title offering a huge 
challenge to all armchair warriors without 
the need for farting about with dice rolls 
and memorising a rule book the size of the 
Yellow Pages. 

During the quest you'll learn all the 
usual mystical mumbo jumbo, but the most 
potentially appealing aspect is the \ 

promised AI of the computer characters. ; 
You'll meet dozens of people - some good, 
some bad - all going about their business, 
who you'll be able to fight, trade with, or 
even invite to join you. In fact you'll be 
able to have up to five in your party, and 
you'll be able to chop and change them as 
you see fit to establish the perfect posse. 
Alternatively you'll even be able to play 
over the Net with the entire party made up 



MultiPlaygr Startup 


I he PC is awash with space combat 

_ ■ games in which the player zips 

around in a nippy fighter blasting anything 
that moves out of the sky. Yeah, yeah, seen 


Gonmand your bwr starstitp! 
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it all before, eh! Well how 
about taking command offhe 
Starship Enterprise or one of 
her sister vessels and 
engaging in a spot of heavy 
ship-to-ship action? 

Starfleet Command will be 
a serious strategy sim viewed 
in the first-person. A storyline 
has been generated involving 
a politically unstable universe 
in which the Federation, 

Romulans, Klingons, and even a few new races 
are having all sorts of trouble living together in 
harmony. You'll be able to take command of 
any of the races with up to three starships 
under the player's command at any one time. 
The atmosphere will be charged by the 
inclusion of loads of footage from the films and 
series in what is (to our knowledge) the first 
simulation of heavy ship-to-ship combat. Each 
of the vessels is recreated in painstaking detail 
using all available reference material, and the 
game will support up to six players playing 
against one another either via a network or 
over the Internet. For the single player, 
approximately 40 randomly generated missions 
per race should keep fans well occupied.' 

Expect to see it sometime during 
Spring '99(0 


I and ramainmg budgat. 


Warp Drlvar-r 
Typa III Phaaart 
MK-VTobea 
MK-V Torpadoat 
Heflbore 


I Warp Driva 
Forward Phaaara 
I Typa III Pltaaera 
I Photon Tiibaa 
I Photon Torpadoaa 
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i he third and most ambitious in 
entry in the Descent series is 
going to have its work cut out, following 
as it is hot on the heels of Acclaim's 
beautiful Forsaken. 

The game engine has been completely 
rewritten, but be warned - you'll need a 
graphics card to play it. The action is once 
more set in the familiar claustrophobic 
environment of underground tunnels, but 
now you'll be able to fly out of the mines 
into the open atmosphere above the 
surface of the planet. Though the two 
environments use completely different 
engines, the transition is seamless and 
adds a whole new perspective, with new 
enemies and open dogfighting 
complementing the more traditional 
Descent game play. 

All-new lighting effects and an 
impressive array of new weaponry will 
make Descent 3 one for the shoot-'em-up 
aficionado to look out for when it hits the 
shelves in early '99 


shields: so 

EHERGY: I4e 
inVULnERRBLE 


interactive episodes featuring the original crew 
of Kirk, Spock, Chekov, Sulu and the rest. 

The story sees our heroes involved in the 
war between the Vulcans and the Romulans, 
and it is all fully rendered in real-time. The 
characters are instantly recognisable having 
been accurately modelled on the actors and 
actresses as they were in the 60s. And, for that 
extra dollop of authenticity, the original cast 
have been called out of retirement to provide ^ 
the voices. An incredible amount of workzis ■ 
going into making everything as real as H 
possible. For example, the single job of 
synching the rendered lips with spoken dialogue 
is being painstakingly completed at the rate o^ 
one minute's worth of dialogue a day! ■ 

Gameplay will be of the 'watch animatea 
sequence, make decision, watch animated 
sequence...' variety and is therefore likely 
to be of more appeal to die-hard Frekkies, ^ 
but it's looking quite special already. Oust P 
imagine how good it'll look when released - 
Christmas 1999kntma 


A tar Trek fanatics have plenty of 
avenues through which to exercise 
their obsession with Deep Space 9, Voyager, ST: 
TNG and all the interactive tie-ins which have 
accompanied these off-shoots of Gene 
Rodenberry's classic original. Surprisingly 
though, there have been relatively few games 
based on the original series. Purists will 
therefore be well pleased to learn that Interplay 
are hard at work on Vulcan Fury - six hour-long 




Ever wanteii to star io yoor own episode of Star Trek? Bf eeorse you have, and with painstaking attention to detaii, tnterpiay wiil he giving you the opportunity late next year. Niee one, Jiml 
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Next Janeani will see the release ef a taatasy aaieatere gamirti 
are hoping will put even JM Balter III in the shade 


Publisher: Psygnosis 
Developer: Psygnosis 
Release: January 1999 
Website: www.psygnDSis.com 
Players: Dne 
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^ trusty dragon, there are 

~ few places you cannot 

go. Although the 
, specific goals for each 

level are set, the route you take 
to complete them is at your 
own discretion. The game 
^ is divided into fifteen 

multi-mission levels spread over five 
very different worlds. 

The enemies which you meet are 
generally more intelligent than those in 
Lara Croft's adventures. They will move 
to cut you off and ambush you on 
bridges, gang up on you, and shoot at 
you with missile weapons before moving 
in for close range combat. However, at 
least on the demo level we have played, 
the Wartoks are both stupid and 
aggressive, and can be tricked into 
beating each other up. This is great fun 
to watch, as they chop of each other's 


- a slim buxom girl with a « 
bouncy pony tail, and that | 
chase-cam viewpoint - 
and concludes that Rynn 
is just Lara Croft with a 
sword, is doing the " ' 
game a great disservice. 
Drakan scores over Tomb 
Raider III in a number of 
important ways. 


It can be argued that Tomb Raider is 
nothing more than a platform game, and 
if you look at the moves and the nature 
of the puzzles, you will see that this 
argument has some merit. Drakan, on 
the other hand, is far more the 
adventure game. The emphasis is less on 
gymnastics and more on exploration and 
combat within the completely open and 
unrestricted level map. Riding your 


U sygnosis chose last month's E3 
■ show in Atlanta to unveil their 
great white hope for 1999. The name of 
the game is Drakan, a sophisticated 3D 
adventure featuring the warrior 
adventuress Rynn and her faithful steed, 
a huge fire-breathing dragon. The game 
is played from a third-person, following- 
camera perspective, which will 
inevitably draw comparisons with Core 
Design's Tomb Raider series, the third 
instalment of which should be appearing 
at about the same time. However, 
anyone who looks at the superficialities 


Dragons are a perennial and 
enduring theme in fantasy 
fiction. After the ever-popular 
children's book The Hobbit 
by the classic fantasy pioneer 
J. R. R. Tolkien, the best 
known examples in modem 
fiction are probably the 
Dragon Riders novels of Anne 
McCaffery. Set on the world of 
Pern, they feature the 
adventures of a number of 
heroes - and particularly 
heroines - and their multi¬ 
talented dragons, who are 
able to do almost everything, 
from telepathy to time-travel 
The first story in the series 
was the Nebula award¬ 
winning Dragon Riders of 
Pern, published in 1969. 

The most popular 
contemporary series featuring 
the ecological and military 
capabilities of dragons is the 
long-running Dragonlance 
sagas, by Margaret Weiss and 
Tracy Hickman. Based on the 
Dungeons and Dragons role- 
playing game, and having in 
turn been adapted as a D&D 
scenario and as a board 
game, the series follows the 
adventures of a group of 
characters on the mythical 
world of Krynn. Any 
similarity between this name 
and the central character in 
Drakan is of course purely 
coincidental Probably. 


her hand. Or an axe... nr a crnssbnw 








arms but still continue to fight. The 
Black Knight from Monty Python and the 
Holy Grail couldn't have done it better. 


While Core Design have been content 
merely to revise and upgrade the same 
engine as their previous two games, 
Psygnosis have used a brand new engine 
which generates some of the best 3D 
terrain I have ever seen. The proprietary 
layering technology allows the same 
map to be used for outdoor, indoor and 
underground sequences, with utterly 
seamless transitions. The terrain is 
composed of a larger than average 
number of polygons, which makes the 
hills and valleys a lot more rounded 
than in, for example. Heavy Gear. The 
texture maps in the early version of the 
game which we have as a preview demo 
obviously need some work as some of 


their edges are showing, but then it is 
six months from release, so they should 
be fixed by then, along with the water 
effects, which also need some work. The 
developers plan to have multi-layered 


the game ships, which should make 
the game one of the most visually 
impressive around. The smoke and 
flame effects look very good already . 

The 3D graphic engine in Drakan 
incorporates a number of technical 
advances never before seen in a game of 
this sort. The first and most obvious is 
the animation of the central character. 
The figure of Rynn is created using a 
single-skin skeletal animation 
technique, which makes her appear a lot 


more lifelike. Instead of the chunky 
polygonal figures seen in most games, 
where there are often large gaps at the 
limb joints, the animated figure of Rynn 
has a smooth organic appearance which 


the animation in this way also makes it 
easier to program transitions from one 
movement mode to another, such as 
from running to walking, as well as 
combining two movement modes, so 
Rynn can fight and run at the same 
time. And when I say fight, she really 
does fight... 


Even on the early build we received 
as a demo, it was apparent that the 
combat system was something special. 





The dragon is very impressive, 
weil animated and quite iethai 





lighting effects, tri-linear filtering and 
Gouraud shading in place by the time 


looks a lot more natural, even if she is a 
bit on the skinny side! Apparently doing 


In the course of the finished game, 
Rynn will come across more than 50 
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and backwards motion and Left and 
right sidestep are controlled with the 
direction arrows. Special moves such 
as backflips, cartwheels and a useful 
forward somersault-with-half-turn are 
achieved by tapping direction arrows 
twice in quick succession. Rynn can 


different weapons, including swords, 
axes, spears and crossbows, and she 
can fight with all of them. The 
combat system is more akin to a 
console beat-'em-up than anything 
else in this genre, which is no bad 
thing. Each weapon has a normal 


attack, a crouching attack, a leaping 
attack, and at least one special move, 
all of which are activated by pressing 
certain combinations of keys and the 
left mouse button. If you get a sword 
swing right, you can even chop off 
your opponent's arm, accompanied by 
much screaming and spurting of 
blood! The result is a combat system 
which is both effective and involving, 
and a hell of a lot more fun than 
. standing around shooting guard 

dogs with couple of Uzis. It 
L "^W^is the combat system 

which Interplay's 
inadequate Die By The 
w ' Sword should have had. 


climb ladders and mount and dismount 
her dragon in a similarly 
uncomplicated manner. There is no 
real need for a 'walk' button, as Rynn 
starts moving quite slowly and builds 
up to a run, making delicate 
manoeuvres fairly straightforward. 
There were only a couple of times 
when I accidentally stepped off a 
precipice. This simplified but effective 
control interface makes the game very 
easy to get into, but no less rewarding 
to play, and is one of the most 
intuitive control interfaces I have 
encountered. The only minor grumble 
is the inventory system for selecting 
weapons, which is perhaps a little 
cumbersome and would benefit from 
the addition of a Quake-style method 
of selecting weapons using hot keys. 
There is going to be a spell casting 
system for both Rynn and her dragon 
in the finished game, but since this 
had not been implemented on the 


Movement within the 3D environment 
is controlled in much the same way as 
in games such as Quake or Duke 
Nukem, with the character being 
steered with the mouse while forwards 


The skeletal animation technique used to modei the centrai figure of Rynn gives her a smooth, corner-free skin and no gaps at the limh joints. Even Oil of Ulay doesn’t promise to do that much! 
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When Core Design's Tomb 
Raider first hit the streets 
two years ago, it was an 
instant hit, and caused a 
sensation within the 
computer games industry. 

The game engine was a 
revolution, and developers 
immediately began looking 
for ways to emulate it. When 
Tomb Raider II appeared last 
year, it merely upped the 
stakes. There have been a 
number of games since then 
which have borne a 
superficial resemblance to 
the original, but none so far 
have surpassed Core's 
exceptional engine. French 
company Cryo Interactive 
were one of the first on the 
scene with Dreams to Reality, 
but despite several original 
features, it didn't really cut 
it. The mighty Microsoft 
entered the fray with 
Outwars, which I found to 
be something of a 
disappointment, although 
some people liked it 

Next year sees the release 
of Tomb Raider III, which just 
uses a tweaked version of the 
same engine as Tomb Raider 
II, and the other developers 
may at last have a chance to 
close the gap. Activision are 
hoping to get a result with 
their Indiana Jones-styled 
Beneath, while Infogrames 
are pinning their hopes on 
the voxel-engined Outcast, 
which boasts a number of 
technological innovations. 
However, from what we have 
seen so far, Drakan could be 
the one to beat 


going to have some pretty fierce 
competition from Eidos, Activision and 
Infogrames (to name but three - see 
boxout) but at this stage it definitely 
has the edge on technological 
innovation, level design, and the all- 
important playability. I guess Lara Croft 
isn't going to give up without a fight, 
and she's already dispatched one dragon, 
but she's going to have to keep an eye 
out for the feisty Rynn. This sword- 
wielding she-devil could give her a run 
for her money. 

The battle for fantasy heroine of 
the year should be hotting up 


early demo version I have played, I 
cannot really comment on it. 


and catapults, as well as minor 
fortifications. The dragon really is 
great fun to fly. Swooping up a steep 
sided river valley dodging ballista 


The feature which really sets Drakan 
apart from the mainstream of genre 
games is the dragon. Whenever she is 
outdoors and in a relatively large flat 
area, Rynn can summon her dragon 
and mount up to go flying. Whenever 
Rynn is riding, you control the 
dragon through a simplified flight 
control interface. Steering in three 
dimensions is controlled by mouse 
movements, while forward speed is 
controlled with the direction arrows. 
The dragon can defend itself with a 
fearsome breath weapon - a blast of 
flame which can incinerate in one 
shot enemies which Rynn would have 
to battle for several minutes using 
her sword. The fire breath can also 
destroy structures such as ballistae 


bolts as you go and breathing sheets 
of fire like a napalm airstrike, you 
find yourself flying under bridges just 
because it looks so damn cool. The 
dragon is superbly animated, and will 
have a distinct player-character 
personality in the finished game, as 
well as its own spells and abilities.. 


around the end of January next year. 
There are six long months to go 
before Drakan will be in the shops, 
but rest assured Ultimate PC will be 
keeping you up to date on this 
exceptional project. 


With all the technical sophistication 
embodied in Drakan, the game should be 
a strong contender in the race to find 
the best adventure game of 1999. It is 
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Ultima: Ascension 

After last ifear’s onhe-mly aim lame, It Is about tiine we saw tie new Instataient to the ever-eepandinji 
series. This manth we take a look at UUm: AseenslBa, rival to the newcomers of the IPG world. 


Publisher: EA 
Developer: Origin 
Release: November 
Website: www.ea.com/origin.html 
Players: One 


A BRIEF 


The Ultima senes is a 
phenomenon in the 
history of computer 
gaming. The first title, 
Akalabeth was released 
way back in 1979, and 
was followed a year later 
by Ultima, which sent 
players through the 
Moongate to battle with 
Mondain the Wizard. This 
game was the fist part in 
the Age of Darkness 
Trilogy, so you can 
already see that they had 
big plans for the Ultima 
series. The games that 
followed Ultima III began 
the Age of Enlightenment 
Trilogy, and it wasn't 
until 1992, with the start 
of the Guardian Trilogy, 
that we started seeing 
the games being released 
exclusively for the PC. 
Ultima IV was the point 
where players had to work 
to attain the title of 
Avatar, and from then on 
the games have been 
centred around his 
adventures in Britannia. 
Last year saw the Ultima 
series tackle the world 
that is the Internet with 
the successful tangent 
that was Ultima Online, 
but it is this latest 
offering that shines 
above the rest. 



O rigin have been working on the 
Ultima series for many years 
now, constantly improving the games as 
new technology allows them to advance. 
Their main goal has always been to push 
the boundaries of RPG gaming, and they 
certainly look to be doing that with 
Ascension. The new game - just like its 
predecessors - offers solid gameplay and 
even more immersive worlds to explore 
and interact with. They have done this 
by following the current trend of more 
action-oriented gaming, exemplified by 
Gremlin's soon-to-be-released Blade and 
Westwood's Lands of Lore 3, and 
obviously Final Fantasy VII, where the 
player can really get to grips with his 
own character as well as those he meets. 

A world of wonder 

The world they have created already 
looks fantastically detailed, benefiting 
from 3D lighting effects, 16-bit colour, 
movable camera angles, and even 
lapping waves and wind blowing 
through the trees. These effects look 
like they will really make the most of all 
the fantasy elements common to the 
Ultima series, such as floating towers, 
and more magic than a complete 
series of Wizbit. Everything will 
look even more stunning with 
the 3Dfx support they have 
planned. (Voodoo 2!) 




Origin, for all their attention to 
detail, still claim that the main changes 
have been to the gameplay, but they're 
bound to say that! By all accounts 
Ascension lets the player take on the 
role of the Avatar (no change there 
then), the now somewhat aging hero, 
who is still as hungry as ever for some 
action. This new quest features 50 new 
characters and creatures, but this time 
all of them will be fully animated, 
including all the combat moves and 
magic effects. 


The set-up of the game is slightly 
different this time around. New skills 
will be learned along the way, and 
experience in combat will be a major 
feature in the game. They have also 
promised scaleable difficulty levels 
that should please players that need 
that little bit of extra time to get to 
grips with a new game. They have 
included a walkthrough tutorial along 
the lines of say, Turok, where you 
complete a few simple tasks and move 
on from there. 




Most games don’t have as much of a history as the Ultima series. This new game marks a major progression which should please most fans 


ULTIMATE PC 














FIBSTsighting 


33 




The game is bound to appeal to all 
the fans of the earlier games that span 
right back to when Apples, Amigas and 
Commodores were all the rage. 

Rue Britannia 

The ninth game in the Ultima series 
sees Evil descend upon Britannia, and it 
is up to you restore calm to the world. 
This game sees the Avatar prepare for 
the final conflict with the Guardian. To 



help you in your quest you will have 40 
weapons - very impressive when 
compared to Unreal and Quake II - not 
to mention 45 spells to get the hang of. 
In fact all this may be a bit too much 
for many people. If players have an 
abundance of weapons, artefacts, etc. 
then (a) you have problems with the 
inventory system not being able to cope 
and (b) players do not really have 
enough time in any one game to learn 



exactly how each spell works and which 
is more effective in any particular 
scenario. We are sure that Origin have 
considered these potential problems, 
and they have said that their new 
inventory system will be the most 
intuitive that have produced to date. 

The only other thing which soon became 
apparent with the new game was the 
fact that it will be single player-only 
which, after last year's multiplayer fest, 
seems a bit of a radical shift. But then, 
isn't there a saying like 'a change is as 
good as a rest'? 

Whether the series is in need of a 
break or not is not the question here. 
What we do know is that Ultima: 
Ascension will work on many levels and 
appeal to a whole new gaming 
generation. Origin know that and must 
surely be waiting to capitalise on the 
new interest in RPGs brought about by 
that successful little gem called Final 
Fantasy VII, but their continuing move 
away from traditional RPG games into 
more action-oriented gameplay may 
alienate the hardcore fans somewhat. 

Ultima: Ascension is due out this 
autumn, though no fixed dates have 
been arranged yet. However, you can be 
assured that we will have a demo for 
you within the next few months, so you 
can look forward to that soon. ■ 



How do you plan to break people into the 
new game? 


RG: When you start the game we have 
arranged it so that the only thing you are 
able to do is look around and move with 
your mouse button click. As you progress 
through the game, it slowly teaches you 
things like the sidesteps and the back¬ 
ups. Also, in combat when you start the 
game, the only attack you have is the 
single sword swing, but as you learn new 
skills, as opposed to the Ultima Online 
fashion of starting with the forty skills 
day one, you either have a skill or you 
don't, and you learn them one at a time. 
This means that the players are not 
confused by them. So you begin to learn 
how effective each new skill, like say the 
thrust, is against certain opponents. 

How have you tried to add more action and 
new types of gameplay into Ascension? 


RG: Another one of the things we are trying 
to pay real close attention to with the new 
game is what we call the 'play cycle.' The 
entire world is in a state of upheaval; there 
are monsters in the towns and the people 
themselves are often aggressive, so we are 
trying to keep a high tension element in 
there throughout. We combine that with a 
play cycle, where in lots of games you go on 
a big adventure where you go out into the 
world, kill a big bad monster and then 
wander all the way back to town where you 
cash in your experience points with a trainer 
or something. What we wanted to do was to 
make the reward happen at about the same 
time as the accomplishment. 

Will there be increased interaction with 
the characters in the game and between 
them themselves? 

RG: With the world in total disarray, the 
whole land will be littered with 


earthquakes, plagues and famine. In some 
cities everybody will be starving to death, 
so you will find dead people on the ground 
with their dogs guarding the body. There 
are other dries where they are full of the 
plague, so people are boarding up houses 
to keep people away. There are about twelve 
towns and eight major dungeons to explore, 
so the world is pretty huge in all. 

Are there any characters that help you as 
you progress through the game? 

RG: There are none that travel with you 
permanently, but there are many that travel 
with you at rimes. There is a female 
character called Raven that helps the Avatar 
a lot, saving him periodically. She takes him 
on her boat to travel from dty to dty at the 
beginning of the game before he gets his 
own ship, and there is also the Queen of the 
Dragons that helps you a few rimes. So yes, 
there is assistance throughout the quest. 



GftjlslBUUiiU:&Ei! 


Ultima IV: Quest of the Avatar 
Released: 1985 


Ultima V: Warriors of Uestinv 
Released: 1988 


Ultima VII: The Black Gate 
Released: 1992 


Ultima VIII: Pagan 
Released: 1994 


Ultima III: Exodus 
Released: 1983 


Released: 198U 


Ultima II: Revenge of the Enehantress 
Released: 1989 


AUGUST 1998 : ISSUE TWELVE I ULTIMATE PC 



























FIBSTsighting 




The Big Apple Is soon to groet a oew hero - out ooo with soper human abilities, 
just a down to earth cop who has arrived to Blear up the underworld. Namo: Max Payne. 




Publisher: Gathering of Deveiopers 
Developer: 3D Realms 
Release: Spring 1993 
Website: www.godgames.com 
Piayers: 1-9 
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The excellent graphics and distinctive iooking characters could well make Max Payne a successful series in years to come 


corrupt politicians. Along with the 
turmoil of the single player missions, 
multiplayer games will also bring forth 
some new and involving challenges for 
friends and enemies. So we are 
assured of a storyline that will be 
involving, tense and believable, but 
will the action be evident? 


Hey there big guy, fancy a bit of 
one on one? No weapons though... 


Gun hi 

Well, 3D Realms have been busy 
replicating up to a dozen real life guns, 
which should give a few people a buzz, 
even if they don't fire naff-looking 
brightly coloured balls for a living. 

However, we reckon it will be the 
storyline that will provide all the 
entertainment and excitement here, 
just as we hope it will with Half-Life, 
giving players much more to think 
about other than mere survival 
Also, we anticipate Max 
Payne to be one of the most 
realistic-looking games in 
this genre, and along with 
the 'cult' appeal of comic-style 
cut sequences and a strong lead 
character, 3D Realms could well have 
a new Duke Nukem on their hands. 

The whole police thing means that 
they can come up with a character 
even closer to Clint Eastwood than 
they managed with Duke Nukem. ■ 


ith the first-person shooter 
I genre really picking up pace at 
the moment - with at least a dozen 
decent-looking games to be released 
before Christmas - there is no better 
time (publicity-wise) for 3D Realms to 
announce the release of their major new 
title. Max Payne. In a move away from 
the now standard futuristic storyline 
where a marine gets lost on alien planet 
and has to fight his way off it. Max 
Payne's only similarity to these titles is 
the quality of gaming environment, 
thanks to a very impressive engine. 

Set in modern day New York City, 
Max Payne is a fugitive undercover 
cop, out to revenge the death of his 
murdered family and clean up (though 
probably making it messy in the 
process) the notorious town. He must 
face the worst characters the world 
throws up - druggies, mobsters, 
professional assassins and even 
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Far fnm some sub-MFI estabUshneiit lies HmemrU - Ue most promising new title ef 1998, toll of 
excitement, exploration and combat all set in the outer reaches ot space. 





nough of the crap household 
references - here we have a 
new title from Sierra Studios in 
conjunction with new company, Relic. 
Essentially it is a real-time strategy 
game at heart, but as you can clearly 
tell, it looks nothing like any other 
game in the genre. Homeworld has 
escaped that tired old isometric view, 
joining the likes of Batttezone in true 
3D land. But in keeping with the 
radical nature of the game, this is 
not a stab at Battlezone's ground 
(which is more than can be said of 
Urban Assault). No, this game is all 
set in the vacuum that is space, 
where your base is a massive 
mothership and meteors and gases 
are your resources. 


h (resi beiiiBiag 

Being Relic's first title, Homeworld is 
not stifled by either high 
anticipations built up from previous 
successes or old and out-dated ideas. 
The game uses the most advanced 
technology to create near-cinematic 
quality graphics and smoothness. 
(Apparently all the time between now 
and the release will be spent on 
improving frame rate!) Basically 
what the game entails is a 
series of conflicts 
against opposing 


Tbe Units if spscs 

Unfortunately we do not have enough 
space to go into the level of detail this 
game begs for here, but you can be 
assured there is plenty to this game. The 


forces where craft construction - be it 
for defensive, resource collection, 
reconnaissance or offensive use - 
becomes the primary concern. Once 
you have amassed a fleet of 
destroyers, fighters, etc. you can hunt 
down the enemy and blow him out of 
existence. A fully movable camera 
allows players to keep track on events 
from whatever angle they what. They 
may wish to follow in chase mode 
behind a squadron of fighters as they 
swoop in on their target, only to have 
to dock at a nearby frigate or 
whatever for refuelling. No plans have 
been implemented to allow players to 
actually get into the craft themselves 
and take control, but with the extra 
flexibility of space there seems 
enough to deal with anyway. 
Formations, for example, take on a 
broader role when they 
become three 
dimensional - if you are 
defending an important 
craft like a resource 
collector, you can assign ten 
cannon-like turrets that form a 
sphere around the craft, 
providing complete protection. 



Publisher: Gathering of Developers 
Developer: 3D Realms 
Release: Spring 1383 
Website: www.godgames.cam 
Players: 1-8 



detailed animation of the guns on the\^ 
ships as they track and recoil when firing 
is enough in itself to get even the most 
jaded of games players excited. It is good 
to see a new company taking the risks 
that the old-timers cannot afford to do, 
and we hope they just get to reap the 
rewards. Expect to hear much more about 
Homeworld in the months to come. ■ 
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Maclean is renowned for. Remember the 
flies that buzzed around the table in 
Jimmy White's if you left the mouse alone 
for too long? Well now a swarm of bees 
turn up, and here's an interesting fact, 
trivia fans - each bee is made up of 120 
polygons. The whole Jimmy White game 
contained a total of 90! But enough of my 
waffle, let's hear from the man himself. 
Ladeez and gen'lemen I give you, Archer 
Maclean (applause). ■ 


you familiar with Jimmy White's Whirlwind 
Snooker will be pleased to learn the control 
interface will remain pretty much the same, 
but the graphics are looking simply 
mouthwatering. And if the pool and 
snooker become tiresome, there'll be other 
games around to play as well - a 
dartboard, draughts, one-armed bandit, 
and even a fully playable version of 
Archer's seminal shoot-'em-up Dropzonel 
In fact all the funky little touches the boy 


U he man behind Jimmy White's 
Whirlwind Snooker and Archer 
Maclean's Pool is back, with a game of cues 
and balls set to redefine the genre once 
more. This time the game's set in a 
stunningly gorgeous mansion containing a 
sophisticated 19th Century snooker room 
and an American pool bar. Enter the 
mansion's hallway and choose which of the 
games rooms you'd like to enter. Those of 


the lever on and the reels spin precisely 
as they should. Even the original 
Dropzone is in there as a standalone 
arcade machine, and all in glorious 
technicolour 3D, etc. Oh, and it plays a 
decent game of snooker and pool like 
nothing else you've seen before. And 
just to top it all there's a great deal of 
characterful motion capture in there 
that's probably the highest precision 
movement you're ever likely to see. Plus 
loads of neat touches and surprises. 

One thing which is surprising to 
us is 


that the game of darts is the best 
attempt anyone has ever seen and is 
very playable with unique mouse aiming 
and throwing. You've gotta give that a 
go, it's addictively simple! 


The official name is Jimmy White's 
2: Cueball, although internally we have 
been calling it 'O' for short - because a 
cue-ball with a cue-stick poking at it 
looks like the tetter Q?!... It's been a 
bit of nightmare trying to come up with 
a succinct way of describing the entire 
game as it's unlike anything else before 
it. Basically you get to wander around a 
very seriously detailed and lavishly 
textured games 
mansion with 

A 

lot of the 'things' 
you see can be wandered 
up to with seamlessly increasing 
graphic detail and can then be played 
with or used in some way, whether it be 
books that can be picked up and opened 
page by page, or numerous standalone 
games items like a one-armed bandit 
thing which you really do have to pull 


UPC: When did you actually start 
Awesome then? 


The office and the first people in 
house started in March last year, so we've 
been going a year and a half. Although I 
spent some time before that just trying 
to get the project off the ground. 
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UPC: So you got people in to start 
working on it only after Virgin agreed 
to do it? 

Well yeah, I had to do the whole 
thing in piecemeal fashion, which hasn't 
helped with overall timing to complete. It 
was a chicken/egg situation whereby I 
had a couple of people helping me get it 
all going, but full funding or a final go 
ahead wasn't to be forthcoming until I 
had the full staff, but I didn't want to set 
up the full office and team until I had 
secured the contract... Thing is, I have 
future ideas that are really awesome, 
but how long it will take to persuade a 
corporate to fund it is anyone's guess. It 
sort of negates the whole games creation 
process. And it's one reason why so many 
of the early gaming legends have 
disappeared off the scene. 

It's been rather like building a house 
from the ground up brick by brick while 
putting in the wallpaper, paint and pipes 
as you go, and - hey presto - you've got 
a great house just as the last roof tile is 
laid down! I really don't like that sort of 
approach - it isn't the recipe for the sort 
of classics of old that I am used to. 

UPC; You are the original bedroom 
programmer made good. Where are 
the next generation of programmers 
coming from? 

> Well, I would like to be proved 
wrong, but I doubt many more 'bedroom 
programmers' are going make a name 
for themselves as an individual - which 
is a shame. Things on the PC and PSX 
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Ug. How long have you got?! As you 
may have gathered, designing by 
corporate committee is one of them, but 
when big bucks are involved I accept that 
it's necessary to plan ahead and evaluate 
progress. My formula in the past meant 
that I'd play around with the hardware 
and see what it could do on the limits 
and build the game around that. That's 
how I always did it, five times out of five. 
I know I'm not exactly prolific having only 
done those titles, on and off, spread over 
fifteen years. BUT at least one version of 
each title's been number one and won 
awards, so I guess that means I have a 
rough idea of what makes a reasonable 
game, but I couldn't put it in a bottle and 
sell it. I have been fortunate enough after 
the success of my first game, Dropzone in 
1984 to be able to do a game at my own 
pace in my own time with my own money 
and only consider'getting it published 


Things on the PC and PSX are just too hig for one 
person to sit down and conjure up a great game 


are just too big for one person to sit 
down and conjure up a great game. It 
would take too long and the technology 
is moving too fast for this to be 
feasible. Great talent will always show 
through though, but it is now more 
likely as a strong team member, rather 
than an all singing, all dancing walking 
talking ego with promotabte talent! 

UPC: What do you think is wrong with 
video games at the moment? 


when I thought it was honed and tweaked 
for maximum playability. 

Now games involve teams, and 
teams need funding and some degree of 
financial security, and if a publisher 
decides to take that risk then they will 
want some control procedure for where 
the money's going. But, like I said 
earlier, it's very hard selling an original 
idea on paper with little in the way of 
a technology demo to show. If you did 
have the engine up and running already ^ 


Llhe 'Q' image comes from the shape formed by a | 


poker cue meeting 
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UPC: What are you aiming for with 'O'? 


It's my first attempt at getting a 
team together to produce a decent PC 
title. It's nowhere near as big as some of 
the massive 30 man year efforts that 
come out. It might not be deathmatch 
snooker on fifteen planets, but instead 
it's got a world of detail within the 
walls of the games mansion. I want 
participants who enter to be able to 
wander around the environment and 
choose to play with or use as much of 
what they see. Snooker and pool are in 
there in immense detail, but so are half 
a dozen other games. Then we have got 
the motion captured gloved hands. I 
originally considered having full 
polygonal characters, but knew that they 
wouldn't look right and break the 
atmosphere and more than likely hamper 
the speed of the interface and therefore 
the playability. I mean, how would you 
get your beer-bellied snooker player to 
lean over the table and look down to 
avoid his belly touching any nearby balls, 
and then get a ref to say it was a foul?! 
It would have the same effect as seeing 
a great FMV clip - you'd like to see it 
once, and after that you'd rather not see 
it again thanks. 

Thing is we have deadlines looming 
and I know what I am like - I would quite 
happily go on adding loads and loads of 
obscure but memorable details until the 
cows come home in 1999, or even 0000. 
One thing that's had to go is my original 
desire to see balls leaping off the 
snooker/pool table and onto the floor and 
then rolling around bumping into things 
or going under something requiring the 
hands to go and fetch them. What we 
have done though is very accurately 
modelling things like the pocket mouths 
with smoothly curved cushions and real 
looking string for the nets, and the balls 
really do go down through them and into 
the bronze runners, with the hands 
picking them out cleaning them and re¬ 
spotting where necessary, etc... 


HOLD ill look arourid 


Player 


then fine, but that means it's halfway 
there already and would have cost 
someone something. With Cueball I had 
to spend seven months writing a design 
document the size of a telephone 
directory just to get the idea across 
before I've done any programming or 
technique investigation, and half the 
engine could have been done in that 
time instead. 

Another problem with this industry 
is that everybody wants the next big 
killer game, yet if you show them 
something unusual or original but 
playable it gets thrown out because it's 
not a driving game or a fighting game! 
Few publishers want to take that risk. If 
you look back over the past few years 
we have seen really great landmark 
games like Doom and Quake appearing. 
Yet the Doom engine was pretty much 
done by a bunch of lads and handed out 
with a few levels as shareware, and it 
was so damned playable that everyone 
wanted more levels which they had to 
pay for. And the rest is history. But as I 
understand it, they initially had trouble 
getting a publisher to fund it when it 
was just an idea. 


PlayerT 


UPC: What about all the little trademark 
things you always put in? 


Yeah, there's loads of those - the 
usual selection of very weird things that 
everyone seems to remember for years, 
almost more than the game! People have 
been asking about the tiny flies that 
would appear and walk up the screen in 
the original Jimmy White's, or the balls 
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screen grabber and did one from a TV 
snooker tournament and it revived a vivid 
dream about snooker from years before and 
I realised it was one of those few markets 
that hadn't been tapped. There have been 
football games, more football games and 
football games, and then there was driving 
games and fighting games, but no-one had 
done a 3D snooker game. The dream about 
doing a snooker game was in 1981 when I 
was a student, and I had this vision of 
there being a camera on a bit of string 
hanging above a snooker table for some 
very strange reason. Of course in those 
days not even the Atari 800 - which was 
all the rage at the time - could do 
anything like that. The microprocessors of 
the time (8-bit 6502 at Imhz !!!) simply 
couldn't do fast multiplies and divides - 
vital for 3D anything. I spent ages 
researching the best way to do fast maths 
by log table look-ups, or t-state tuned 
machine code, etc. and it just wasn't up to 
it. So 3D was just a no-no. It wasn't until 
the 68000 in the Amiga and Atari ST that 
it became remotely feasible. And then it 
still took me two years to write ! 


that would pull a face or stick a tongue 
out at you. Well, we have got that type 
of thing again, although this time they 
are amazingly detailed bumblebees that 
appear after a period of inaction. Even as 
they appear from the snooker table's 
canopy they dislodge dust from it which 
then drifts down twinkling through the 
light! Also, the gloved hands can get up 
to mischief like pick up and clean the cue 
ball just as you are about the take a 
shot! And here's a trivia fact - when the 
first game came out the concept of a 
'computer virus' was all the rage in the 
media, and at Virgin they got 600 letters 
from people complaining they had a 
buggy pirate version or something... 


Ployer 1 


UPC: Which game of yours has been the 
most satisfying for you? 


Well there's two sides to that, one is 
the creative satisfaction of hiding yourself 
away for months and working hard on 
something without being a slave to some 
daft milestone agreement set in stone, 
then tweaking it to death and then seeing 
the public reaction when it's first 
unleashed on them. That's what I liked 
about Dropzone, although I got ripped off 
on that and had to resort to lengthy legal 
action to recover royalties! Then there is 
the fame and fortune side of it, and Jimmy 
White's Snooker certainly generated a fair 
bit, enabling me to afford dream things 
like that [points to pic of limited edition 
Ferrari GTO, license plate 147 AM] and take 
a decent holiday, etc. 


would invoke dream like fear of the murky 
unknown within the games players mind. 
That should make for an addictive 
'environment! You might not have a 
specific start and end, although you might 
have an aim or a reason or just basic 
survival, and it would be up to you to use 
your surroundings and its contents as best 
as possible to achieve the aim or to move 
onto the next target. Hmmm. 


UPC: Any ideas for your next project? 


Yeah, I've got a couple of ideas, well 
no, about seven game ideas I would like 
to do, but with all these things I'd like to 
play around with the idea first and see if 
it's feasible and develop and adapt it as it 
evolves and comes to life. And do it on a 
scale akin to an Indiana Jones/Spielberg 
film that's fully interactive and visually of 
cinematic quality but in a playable way 
that we just haven't seen yet. I mean way 
more versatile in what you can do at the 
moment. Completely no limits. I don't 
want to give too many ideas away, but 
basically I'd like to some extent to model 
the real world so you have a conception of 
what you can do, and then introduce 
synthetic worlds that start to detract from 
known physical laws and concepts - that 


UPC: What's your biggest ambition you 
haven't yet fulfilled? 


Hmmm. Depends on whether you 
want to print a boringly sensible answer 
or an unprintable flippant one! I quite 
like the idea one day, in a decade or two, 
of being able to pilot a vehicle off the 
planet, and being able to stand on the 
moon looking back at the Earth - and no, 
I am not telling you what I was smoking 
last night. ■ 


UPC: Were you always a big snooker fan? 


No - not really, although I sometimes 
get a sort of weird deja-vu type feeling 
about one or two things in life and yet I 
am not aware why until some years later 
when the strange significance or link 
becomes glaringly apparent, etc. But in 
1990 I was just mucking about with a 


There’s much more to the game than just snooker and pool, there’s fruit machines too 
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This year’s E3 was the biggest yet, with ever 400 exhibitors anO several thousand games on show. 

Here’s a company-by-campany round-np of what we saw. 



Eidos’ Daikatana was once again 
on show - but has it missed its 
big opportunity? 



of the largest stands at the show and 
one of the most impressive line-up of 
titles. Championship Manager 3 was 
conspicuous in its absence, but then it 
was an American show and would, no 
doubt, have been wasted on the 
mainly American audience anyway. 
Despite the no-show by CMS, Eidos had 
plenty to keep punters happy, 
including the irrepressible Lara Croft 
and Tomb Raider III. Although the 




Thief: The Dark Projeet and Tartan Army both show signs of potential and we'll be finding 


game uses the same game engine as 
Tomb Raider II, developers Core Design 
have added improved lighting effects 
and a new reflection system for better 
transparencies. A more voluptuous Lara 
with new climbing skills should help 
ensure that this third title in the Tomb 
Raider series is every bit as successful 
as its predecessors. 

Although Lara Croft once again stole 
the show on the Eidos stand, the 
company had plenty of other impressive- 
looking titles giving able support for 
their winter line-up. Amongst those that 
grabbed the eye were Tartan Army, a 
Brave heart-style real-time wargame 
pitting the Scottish clans against the 
marauding English invaders. With a 
free floating camera viewpoint, 3D 
terrain and huge battlefields, this 
could be one of the better real-time 
wargames we see this year. 

Just as action-packed as Tartan Army 
is Ion Storm's Daikatana. We've been 
waiting for the game for well over a 
year now, but it finally looks close to 
completion, and whilst it may not have 
the beating of Unreal, it should prove 
well worth the wait. As should Thief: 

The Dark Project and Gangsters. The 
former is a 3D role-playing game where 
players are challenged to use their 
brain, rather than brawn. The latter is a 
quirky strategy title which is set in the 
1920s and pits the player as a ruthless 
gangster fighting for power and wealth 
against rival gangs. Players can bribe 
police officials, extort money and co¬ 
ordinate crimes as they try to extend 
their rule across the town. 



out over the next couple of months if this is realised 



Gangsters allows players to rule the mob in 
a 1920s-style town 


Interplay 

We've already covered several of 
Interplay products in this month's On 
the Drawing Board, but here's what else 
they were exhibiting at the show: 

Alien Intelligence 

Before you turn green at the thought of 
yet another real-time strategy game in 
the C&C vein, take a moment to consider 
Alien Intelligence. With the 
unprecedented level of control and 
variety, it promises to set the new pace 
for the genre. As the leader of a colony 
made up of survivors of nuclear explosion, 
it's your job to help your species re¬ 
establish itself, and this means taking 
control of the many worlds contained 
within the game. All the time you'll be 
under attack from other races out for 
similar ends, as well as indigenous life 
forms on the planets themselves, and 
even space combat in orbit around the 
system. This will occur simultaneously to 
the more C<SC-inspired action on the 
surface of the planet, giving experienced 
strategists even more to sink their teeth 
into. If you think the genre's becoming 
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too easy and repetitive, think again, as 
Alien Intelligence is out to redefine the 
interactive boundaries of real-time 
strategic combat. Release date details 
are a bit sketchy, Interplay divulging 
only that it'll happen during the third 
quarter of this year. Such uncertainty 
usually means it'll slip, so stay tuned for 
more news. 

Fallout 2 

Anyone fancy melting a few innocent 
bystanders with a flame-thrower in a 
strange pseudo-50s post-apocalyptic 
world? Then Fallout 2 is for you! 

Sequel to Fallout (for the slower ones 
amongst you), the new game is set 50 
years on from its predecessor. The 



player is cast as descendant of the 
original character, and the quest is to 
find out more about him and the 
fabled Garden of Eden. This is done by 
wandering around the isometrically 
viewed gameworld searching for clues 
and indulging in some seriously OTT 
violence. Yep, all the nastiness of the 
original returns plus a lot more 
besides. You can cut people in half 
with chainguns, blow them to pieces 
and basically let rip in seriously 
aesthetic manner. There's bound to be 
some sort of backlash, but if the 
gameplay lives up to that of its 
popular predecessor and to the 
excellent presentation, this is bound 
to be another big hit. 

Earthworm Jim 3D 

Earthworm Jim put the now legendary 
Shiny Entertainment on the map, and 
now the vertebra-deficient hero is 
back, albeit under the flag of a new 
developer, in full and glorious 3D. 

The suitable crackpot plot revolves 
around Jim having received a nasty 
blow to the head which has sent him 







into a coma. The game will involve 
the player, as Jim, running around 
various sections of his sub-conscious 
gathering brain cells. The game's 30 
or so levels will be themed around 
different aspects of Jim's sub¬ 
conscious mind, including Fantasy 
(apparently Jim's always wanted to 
be a Sheriff in a Wild West town), 
fear (based on the scariest parts 
from all the horror films he's ever 
watched) and so on. 

Jim will have full freedom of 
movement through the three 
dimensional landscape in a natural 
progression from its classic 2D 
predecessors. With the return of many 
of Jim's arch enemies and a healthy 
helping of that wacky brand of 
humour, EWJ3D is bound to be 
another monster hit to add to the 
multi-talented worm's impressive CV. 
Look out for it in September. 




fa// 0 uf 2 promises more 
character interaction 



Earthworm Jim 3D has been developed by Vis Interactive In Scotland - the first time that Shiny Entertainment’s Dave Perry hasn’t been involved - can they produce the goods? 
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ActMsiei 

All eyes were trained expectantly on 
Activision at the start of the show in the 
hope that something of Quake III may be 
on show, however, this wasn't to be (and, 
as we have subsequently found out. Quake 
III has actually been put on hold in 
favour of a deathmatch game called Quake 
Arena). Despite this, Activision managed 
to attract plenty of attention thanks to a 
promising line-up that includes the likes 
of Heavy Gear 2, Heretic II, Interstate '82, 
Fighter Squadron, Beneath and the much- 
delayed Sin. 

Heavy Gear II takes a mighty step 
forward over its predecessor with its 
detailed 3D landscapes, improved special 
effects and awe-inspiring units. Heretic 
II also promises to be a superior sequel. 
Players assume the role of Corvus and 
must guide him across a whole continent 
in search of the cure to a mysterious 
plague that threatens to take out his 
entire race. 

From what we've seen so far, it's 
evident the game is going to boast some 
great special effects, and the combination 
of shooting action with role-playing 
elements, such as character development, 
seems to be becoming increasingly popular. 

Sequels weren't all Activision had to 
show. Beneath, an original title boasting a 
proprietary 3D engine, looks likely to push 




Lara Croft for the 3D adventure game 
crown. Cast as the swashbuckling 
adventurer Jack (a character that seems 
not too dissimilar to Indiana Jones), 
players must jump, climb and fight their 
way through twelve levels in an attempt 
to find Jack's lost father. 


Microprose 

Having claimed a victory in the fight 
with Activision for the right to the 
Civilization brand name, it had been 
hoped that Microprose might have 
something to show on the proposed 
Civilization III. Unfortunately, neither 
it nor Geoff Crammond's FlGP III was 
at the show. Instead, it was left to 
Star Trek: Klingon Honour Guard, 
Gunship III and X-Com: Alliance to 
pull all the surprises. Using an 
enhanced version of the Unreal 
engine. Star Trek: Klingon Honour 
Guard has the potential to be one of 
the year's biggest hits. The Star Trek 
license alone should guarantee a 
degree of success, but the additional 
facts that it's a first-person shooter, 
using the superb Unreal engine, only 
points to this being something 
quite special. 

X-Com: Alliance is also a first 
person shooter, but with the gameplay 
more strategy-led, rather than action- 
based. The game plays similarly to 
Games Workshop's Space Hulk, with 
players controlling troops around the 
vast levels with the aid of mini¬ 
cameras at the top of the screen. 

As well as catering for action fans. 
Microprose's line-up looks well suited to 
flight sim fans too. Gunship III, the 
latest version of the classic helicopter 
combat sim, was unveiled at the show 
and has the potential to soar above the 
likes of Team Apache and Comanche 3. 
Top Gun: Hornet's Nest, Falcon 4.0 and 
European Air War completed the 
company's squadron of flight sims and 
should help consolidate Microprose's 



Marsliati your troops in the latest K-Com 
game, the action strategy title Alliance 


position as one of the leading 
publishers of flight simulations. 

For those a bit more adventurous, 
then they can always swap flying 
around the skies of our planet for 
travelling through space in the turn- 
based strategy game. Star Trek: Birth of 
the Federation. Set within the richly 
detailed Star Trek universe, players can 
choose to represent either the 
Romulans, Klingons, Ferengi, 

Cardassians, or Federation. Each alliance 
has their own strengths and weaknesses, 
which players must try to exploit 
through diplomacy or combat. 



Turn-based strategy with Birth of the Feneration 
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Sierra Stelies 

Of the dozens of different publishers at 
the show, Sierra Studios (formerly Cendant 
Software) had arguably the strongest line¬ 
up of them all. Half-life was there in all 
its glory, although there was nothing 
playable, just rolling demos. Grand Piix 
Legends was also there, reaffirming our 
contention that it's going to be one of 
the year's best racing sims. Perhaps the 
star of the show for Sierra though, was 
the previously unheard of Homeworld 
(which you'll find more on in this issue's 
First Sighting section). A real-time 
strategy game set in space, Homeworld 
offers real 3D gaming, with players 
literally able to move in any direction 
they like. Pre-set formations, resource 
management and fantastic graphics could 
all help to make it a winter hit. 

Homeworld wasn't the only exciting 
looking strategy game in Sierra's arsenal 
of titles, Caesar III, the long-overdue 
follow up to Impressions' first two 
games, is well into production and 
looking good. The game lets players take 
charge of a Roman-era city. By managing 
resources and displaying a certain 
aptitude at diplomacy, players can 
expand their city, amass huge armies 
and conquer the territory of rivals. David 
Letser, head of Impressions, said of the 
new game, "The enormous popularity of 
Caesar II led to a deluge of customer 
requests for new features in the sequel. 
These suggestions have been used 
extensively in Caesar III to help shape 
the look of the new game. We're certain 



Build an empire in Sierra’s Caesar III 


that players will be thrilled with the 
combination of detailed city-building 
and management gameplay with the 
innovative strategic elements rooted in 
the Caesar series." 


Microsoft 

As you'd expect from a company with 
the kind of financial clout that they 
have, Microsoft's stand was one of the 
more prominent at E3. And why not, 
because the company had a lot of 
exciting games to show off. Age of 
Empires II was undoubtedly the jewel in 
the company's crown. Spanning a 
thousand years, from the Dark Ages 
through to Medieval times. Age of 
Empires II places the fate of mankind 
firmly in the hands of the player. The 
gameplay has remained much the same 
as the first game, but all the features 
have been tweaked to give a more 
compelling gaming experience. Elements 
of the combat, diplomacy and resource 
management have all been enhanced 
and should make this every bit as 
successful as its best-selling predecessor. 

Another of Microsoft's 1997 hits returns 
later this year with the third instalment of 
the Close Combat series. Improved terrain 
and a more aggressive, competitive AI are 
just two of the improvements players can 
expect from this latest version, as well as 
improved graphics and sound. 

Also unveiled at the show was the 
real-time action strategy title. Urban 
Assault and Motorcross Madness, more on 



Action and strategy in one with Urban Assault 





As normal. Electronic Arts had probably the 
busiest stand at the show, with something 
like 20 different games being exhibited. For 
the PC, Alpha Centaun, Populous: The 
Beginning, Tiger Woods '99, Ultima 
Ascension and Knockout Kings were the 
headline games. More detailed information 
on Ultima Ascension and Alpha Centouri can 
be found elsewhere in the magazine. As for 
Tiger Woods '99, if you missed our First 
Sighting last month, the game, which is 
essentially PGA '99 starring Tiger Woods, 
may not redefine golf simulations, but 
certainly looks set to putt out for a birdie 
with its accurately recreated courses and 
real golf stars to play as, or against. 

Knockout Kings was perhaps one of the 
most intriguing PC games at the show. 
There's been numerous boxing simulations 
in the past, but we can't remember one of 
any note on the PC. With all the big name 
boxers, both past and present, available to 
fight as, or against. Knockout Kings 
certainly carries a lot of punch. Lennox 
Lewis, Mohammed Ali, George Foreman and 
Sugar Ray Leonard all star in the game, 
with the player having to beat them all as 
they try to become the world's number 
one. Starting way down the ranks, players 
will have to fight their way up to reach 
the coveted top position. 





Monsters galore in the new 
Ultima Aseension 
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Indiana Jnnes searches fnr the Infernal Machine 


Wriin 

With LucasArts and Westwood continuing 
to show great form, Virgin's stand was not 
surprisingly one of the most popular at the 
show. C&C: Tiberian Sun, Dune 2000 and 
Dawn of War were all being exhibited on 
the main stand, whilst behind closed doors 
LucasArts were giving presentations on 
their latest batch of titles, namely Force 
Commander, Indiana Jones and the Infernal 
Machine and Gnm Fandango. Force 
Commander, a real-time wargame set in the 
Star Wars universe, is due out early next 
year. Fans have been crying out for such a 
game for some time, and after Star Wars 
Supremacy failed to deliver what had been 
expected. Force Commander looks certain to 
be a best-seller. The game features 3D 
units that are instantly recognisable from 
the film, and also boasts 3D terrain and a 
fully rotatable camera view. 

Indiana Jones and the Infernal Machine 
seems destined to be another big hit for 
Virgin. The advent of 3D adventure gaming 
means that Indiana will be able to leave 
his 2D days behind him as he blasts back 
on to the PC in some style. Although we've 
only seen very little on the game, it seems 
quite clear that it owes a lot to the Tomb 
Raider series, and LucasArts will be hoping 
that the whip-snapping hero played by 
Harrison Ford can match Lara Croft. 

Grim Fandango is a graphical adventure 
penned by the mind behind the classic Full 
Throttle. You'll find an exclusive interview 
revealing everything about the game 
following this E3 report. 
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Fight aliens in GT Interactive’s War of the Worlds 


GT literacdYe 

Of all the big gun publishing companies, 
GT Interactive had one of the more 
disappointing line-up of games. Duke 
Nukem Forever, undoubtedly the company's 
biggest prospect, was only present in the 
form of a few rolling demos (and we've 
subsequently heard that the game is to 
adopt the Unreal engine over the Quake II 
one, so it may look different next time we 
see it anyway). War of the Worlds was on 
show and looks like a very tasty real-time 
strategy game, although how it will fare 
against the likes of C&C: Tiberian Sun 
remains to be seen. 

Mortal Korn bat 4, Abe's Exoddus and 
Blood 2 were also unveiled, and 
although the former is likely to achieve 
more success on the consoles rather 
than the PC, the latter two both showed 
signs of promise and GT will be hoping 
Abe's Exoddus can match the chart¬ 
topping success of its predecessor. 


lUSlft 

UbiSoft may not have a Lara Croft in their 
armoury, but they proved at the show that 
they're a force to be reckoned with, thanks 
to a strong line-up of titles that spanned 
all the genres. The racing genre was 
covered by the impressive-looking Speed 
Busters and S.C.A.R.S, whilst sports fans 
were catered for with Real Feel Golf and All 
Star Tennis '99. The resurgence of platform 




games looks set to continue with the 
forthcoming release of the stunning 
Rayman 2, which promises to put Mano, 
Gex and Croc all to shame. 


Best of tie rest... 

Other games at the show which grabbed 
our attention included Reflection's 
Driver, which pits the player as a 
getaway driver trying to shake off the 
chasing police through the streets of 
American cities and, carrying on the 
racing theme, was SCI's Carmageddon 2, 
although its big selling point is being 
able to mow down pedestrians rather 
than do hand brake turns! Sega Rally 2 
was also on show and could signal the 
arrival of Sega as a serious PC player. 

On the strategy side, Mindscape looked 
strong with People's General and Creatures 
2, as did Blue Byte with the latest Settlers 
game. Hostile Waters from Rage Software 
is another game with huge potential, 
although it will need an absolute monster 
PC to run it properly. 

Fox Interactive had very little to show, 
just one game in fact, but Alien vs Predator 
looks a beauty and is sure to go down well 
with those who like some real adrenaline¬ 
pumping action in their games. ■ 
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OUST one tfp TH^tOIERPRlW COnCK V UERPOnS Ml WUR DISPOlHl in 1 KI D 
THE RERL TINE STRRTEGV GRCQE THRT BRIGGS HOCOE THE BRCOR! 



RULE THE URSTELRRD OF THE FUTURE RS R 
GORGEOUS RCORBOn. OR RR EUIL OERTH CULTIST IR 
THE RERL-TICQE STRRTEGV GRHE THRT OOESR’T 
TRKE ITSELF TOO SERIOUSLV. UJITH FRCQILV 
CHOICES mCLUOIRG CHRIR UIELOIRG BIKERS. 
CVBORGS. ERFORCERS RRO GOOO OL' TRRILER 
TRRSH. VOU'RE BOURO TO FIRO THE 
TRIBE THRT'S RIGHT FOR VOU. 


^PLRV RS RRV ORE OF 6 TRIBES 

^/PLRV RGRIRST UP TO 6 COCOPUTER OPPORERTS, 

OR UP TO 8 HUnRRS IR R DIULTIPLRVER FRRG FEST 

'^mORE ERTERTRIRIRG URITS THRR RRV OTHER 
RERL-TICQE STRRTEGV GRCQE : BIKER CHICKS. 
OmOSRUR'CQOURTEO RCQRBOR RRPTOR-RIOERS, 
OERTH CULTIST UOLKS CORGER BEETLES COHICH 
RESECQBLE HUCQRR SKULLS. GRERROE LRURCHIRG 
PTEROORCTVLS, IROBILE HOCQES COITH TSCQH 
CRRRORS RRO EHPLOOIRG PIGS!!! 

^u^TRIBE EOITOR LETS VOU CRERTE VOUR OCOR URITS 

^/R URIQUE CRCQPRIGR EUERV TICQE VOU PLRV 
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II uality and innovation are 
. : IC. two words that are now 
synonymous with LucasArts. The 
company has consistently produced 
some of the most innovative and 
best-selling games during the past 
ten years or so. They've enjoyed a 
string of number ones, with Star 
Wars-based Rebel Assault their pride 
and joy, having shifted more than 1.5 
million copies worldwide. 

Not a company to rest on their 
laurels, they are now gearing up 
for their biggest release to date. 

Grim Fandango. This game is the 
brainchild of a man on a 
mission, known to all at 
LucasArts as Tim Schafer. As I 

LucasArts' key producer, Tim is * 
a man who knows a thing or two 
about creating ground breaking 
adventure games. He worked on ^ 
Full Throttle, not only ^ 

producing it but also writing the 
whole script, coming up with the 
original concept and working on the 
game design. Full Throttle, an 
original adventure that took place in 
a futuristic world populated by 
motorcycle gangs, became one of the 
company's most successful products 
and earned Tim a whole host of well- 
deserved accolades. 

After finishing Full Throttle late 
'95, he immediately turned his 
attention (well, maybe not quite 
immediately) to something that had 
been in the back of his mind for a 
while. Tim had the idea of creating an 
adventure using skeleton-like dolls 
based on papier-mache characters 
from his favourite films and, after a 
good deal of thinking, he came up 
with a surreal tale of crime, corruption 
and greed (sounds good already?) in 
the Land of the Dead. 

Combining elements of classic film 
styles and Tim's genius, you play the 
part of Manny (a spoof Grim Reaper) 
who is employed by, get this, the 


Department of Death! Manny is a kind 
of taxi driver who picks up people in 
the Land of the Living, brings them to 
the Land of the Dead, and sets them 
off on a four year journey across the 
Underworld - a route all souls must 
endure before they can rest in peace. 

Stuck in the most dead of dead¬ 
end jobs, Manny wants to move on to 
better things, but he can't do so 
until he has made enough sales. He 
wants to attract a better class of 
clientele, but while trying to do so 


he ends up embroiled in an 
embezzlement ring. He decides to 
steal a prime prospect, setting in 
motion a chain of events that 
threaten both his job and his soul. 

Set in a completely 3D world with 
multiple camera angles, huge 
characters and a location count that 
puts Monkey Island to shame, we sent 
UPC man David Gibbon to speak to 
Tim Schafer and find out more about 
the most ground breaking PC 
adventure game ever. 
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Graphically, Grim Fandango is 
the most visually stunning 


adventure game ever. How you do set about 


achieving such an amazing level of realism? 


Tim: Well, we were lucky enough to get 
nine of the best character animators to 
ever work on a computer game, in my 
opinion, and then made a really buff 
(brilliant!) game engine that was 
capable of handling the demands that 
those artists made on it. 


I understand the inspiration 
behind the graphics came from papier- 
mache models used in the Mexican Day 
of the Dead and the Tim Burton film, 
the Nightmare Before Christmas? 

Tim: Yes, I have always been interested in 
Mexican Day of the Dead art because of 
its comically morbid style, and I just • 
wanted to see those characters come to 
life. To animate the Mexican folklore 
characters was the first idea. The idea to 
do it in 3D came later, after looking at 
those characters for about two seconds, it 
was like a light bulb went on and we said, 
hey - those little skeletons would look 
great in 3D! 

How many people worked on the 
graphics and for how long? 

Tim: Nine animators. Five room builders, 
two texture artists, one concept artist, 
all working for a little over a year. 



Following Full Throttle, you decided 
to make the leap to 3D from 2D graphics. 
How much did this change your approach 
to adventure game design? 

Tim: As far as designing elements like the 
story and the characters, our approach to 
game design hasn't changed at all. The 
underlying world of the game is the same, 
whether you describe it in two dimensions 
or one. But, when it comes to gameplay, 
your thinking has to change dramatically 
when you're making a 3D game. When the 
player is moving a character through a 3- 
dimensional space, they tend to re-orient 
themselves to the perspective of the 
character, rather than the 2D perspective 
of the screen. They think of the attacking 
monster as being "to the left of me" as 
opposed to "in the left-hand corner of the 
screen." And the thing that's desirable 
about that change in perspective lies in 
their next thought, which would be 
something like, "turn and shoot it!" 
instead of just "click on it with the 
mouse, FAST!" That's why I think a 3D 
game is a more immersive experience. 

Manny even changes costumes 
during the game? 

Tim: Manny has seven different outfits in 
the game. He's like a little dead Barbie 
doll. The costume changes are cheap in 
3D, and they help show the changes 
Manny's character goes through during 
the game. 


With a total of 50 characters in 
the game, will they all have a part to 
play in the game? 

Tim: Yes they do. Take it from me. I had 
to write dialogue for all of them! 

How much interaction can there 
be between the player and the other 
characters in the game? 

Tim: Umm... Bunches. 

Did you have different people doing 
the voice-overs for each character? 


Tim: All of the main characters are played 
by different actors, but sometimes an actor 
will do one big part, and then also do a 
smaller part in a different section of the 
game, in a different voice. 

Anyone famous? 

Tim: Our star is Tony Plana, who starred 
in the Oliver Stone film "Salvador," as 
well as appearing in "JFK" and "Havana." 
Our female lead, Maria Canalas, had a 
major part in "Mi Familia." Everyone on 
the cast is an experienced Hollywood 
actor, and you'd probably recognise 
their voices, but maybe not their names. 
LucasArts has always cast that way - 
going for the talented professionals who 
can give a performamce that really suits 
the character - instead of going after 
big names that look good in ads but 



Enter the nightmarish wnrld 
nf Grim fandango 


With graphics to die for. Grim Fandango draws 
its unique style from Mexican Day of the 
Dead movies and the film Nightmare Before 
Christmas, showcasing an approach never 
before seen in an interactive title. Characters 
come to life as skeletons, depicted in a 
primitive yet very realistic folk-art style, 
thanks to Tim Schafer's inspiration from two 
technically-advanced animated movies. 

One of the of the films that inspired 
Tim Schafer is The Nightmare Before 
Christmas. Directed and created by Tim 
Burton, whose other efforts include 
Batman and Beetlejuice, the movie was 
seen as a technical marvel by all. This 
innovative animated feature was the first 
ever to employ stop-motion animation and 
used skeleton characters throughout. 

Stop-motion animation is the same 
technique used by Nick Park to create Wallace 
and Gromit. For Burton's movie, it involved 


painstakingly creating each character from 
pipe cleaners and plastic. Then, to animate 
them, each character in a scene was moved a 
fraction for each take. A total of 24 shots 
were needed per second, and the movie's 
total duration was 74 minutes. So you could 
say it took a hell of a lot of work! 

The film tells the story of the Pumpkin 
King of Halloween Land, a skinny skeleton 
named Jack, who discovers Christmas Land 
quite by accident. This bright and cheerful 
place is a far cry from Jack's dark world of 
ghouls and goblins. He is impressed, and 
deddes to make Christmas his own holiday. 
Santa Claus is kidnapped, and soon Jack is 
airborne, guided by Zero, the red-nosed 
ghost dog, delivering presents to kiddies 
around the world. Unfortunately for Jack, 
some of the toys come alive and scare ^he 
wee ones out of their wits. Everything falls 
on Jack to save Christmas. 


The Nightmare Before Christmas was first 
dreamt up by Tim Burton over ten years ago 
when he was working for Walt Disney. Wholly 
funded by Disney, the ground breaking movie 
was considered a commerdal and artistic 
risk, but the track record of Burton and the 
success of Disney's other animated releases 
ensured the money was there. And, thanks to 
Burton's amazing vision, it's a risk Disney 
will be pleased they took, as the movie 
raked in over $60 million at the box office. 
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In the game, all of the characters are 
deceased. As such, how do the characters 
in the game experience danger? 


Tim: That was a problem for quite a 
while, actually, until we thought of 
"Sprouting." The idea is you can get shot 
with this dart that injects a kind of 
chlorophyll-like substance into your 
bones. It spreads out through the pores 
of the skeleton like a fast growing vine, 
eventually sprouting out into wild flowers 
that completely consume the victim until 
he is just a bed of marigolds lying on the 
ground. It's like getting sent back to the 
land of the living to start over. 


; As the game has 90 different sets, 
what kind of environments can we 
expect to experience? 


Tim: We go from an art-deco metropolis 
called El Marrow, to a exotic port town 
known as Rubacava, then maybe spend 


some time underwater, maybe some time 



in the snow, maybe some time in some 
sewers, maybe... 

Some of the locations look 
incredibly intricate. Was each set 
initially drawn on paper and then put 
onto computer using a 3D package? 

Tim: Yes, all the sets were first designed 
in 2D by Peter Chan, who was lead 
artist on Full Throttle and Day of the 
Tentacle. Then Fandango's lead artist, 
Peter Tsacle, put together a team of 


environment builders to take those 



drawings and build them in 3D. 

. Will the environments be interactive? 


Tim: Yes, they are all interactive, even 
though they are pre-rendered. We wanted 
the game to have rich detail, so we 
couldn't render the backgrounds on the 
fly, but even though they're pre-rendered 
you can still walk into them, move 
behind objects, through the trees in the 
forest, you can pick up objects, etc. 



Some of the sweeping camera angles 
in the game look truly spectacular. In all, 
how many camera angles does the game 
have and just how did you achieve this? 

Tim: There are about 250 different 
interactive camera angles in the game, 
and many more in the cut-scenes. We 
storyboarded every shot in advance, so 
when the set builder made the set, he 
knew what the camera angles were going 
to be, so he knew where to put all of 
the detail, and where to leave it out. 

The story and the lines the 
characters have are superbly written. 
How long did it take to write the script 
and just how large is it? 

Tim: The interactive script has about 
7000 lines of dialogue. I wrote a little bit 
of it slowly over time until last October, 
and then wrote the bulk of the lines in 
one long, three-month cram session. 

One of the great features of the 
game is the excellent humour in it from 
start to finish. As the script writer, do 
you write all the comedy? 

Tim: Yes, and I've written all the dialogue 
for LucasArts games, like Full Throttle, 
half of Day of the Tentacle, and a third of 
the first two Monkey Island games. 

As the gameplay in an adventure 
game is critical to its success, I 
understand you took the decision to 
make Grim Fandango non-linear? 

Tim: Well, we've always tried to make our 
games non-linear, and the farthest we ever 
took that was probably The Secret of 
Monkey Island 2: Le Chuck's Revenge. That 
game was crazy. You could almost solve all 
the puzzles simultaneously. But you can 
take that too far and really confuse people 
to the point where it's just not fun. The 


good thing about linearity is that is focuses 
game play in one area, and then moves you 
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to the next. But if all of the puzzles are 
linear, and you get stuck on one, you can't 
do anything else until you solve it. So what 
we tried with Grim is to have short, linear 
strands of puzzles, grouped side by side so 
that the strands can all be worked on at 
once, and then link those non-linear strand 
collections into a linear chain. So you have 
linearity, wrapped inside a ball of non¬ 
linearity, connected with ligaments of 
linearity again. 

How will the game's interface work? 

Tim: The game's interface is a literal one, 
in that there are no symbols or icons or 
metaphors on the screen. No cursor, for 
example, to indicate objects of interest. 
Instead, Manny indicates the objects of 
interest by looking at them. You see his 
neck crane and his head tilt as his glance 
changes from object to object as he moves 
about the room. You move Manny by 
driving him around with keys, like in Tomb 
Raider or Resident Evil. And when he's 
looking at an object you can examine it, or 
use it or pick it up. Instead of icons for 
Manny's inventory objects, you actually see 
a close-up of Manny's coat where he pulls 
out the objects and you see a close up of 
each thing he has. So, in a sense, Manny 
IS the interface. 

Grim Fandango must be one of the 
largest adventure games ever. Just how 
large, in terms of gameplay, is it? 

Tim: There's no way to tell, but I'll just 
say this: It's huge. To keep it on just 
two CDs, we really had to learn a lot 
about compression techniques. 

As producer, what exactly was your 
role in the development of the game? 

Tim: To come up with the original idea, 
the basic design, write the dialogue, put 
the team together, and manage the team 
to the project's completion. 

As Grim Fandango is the most 
ambitious graphic adventure that LucasArts 
has ever developed, what would you say is 
the game's most outstanding qualities? 

Tim: What we're shooting for is 
something grand, something epic, like 
nobody's ever seen before. And also, 
something that's very, very fun. 



There are loads of characters to meet aod interact with in the game and there’s lots to see and do 
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At the recent E3 show, Sid Meier’s SIplis Cenlsuri steed not fmei a very targe crowd 
and tanks destined tn be nne nf the year’s biggest hits. 





explore the concealed terrain to find 
suitable places to settle new cities. 
Cities, as in Civ 11, provide resources 
which can be directed towards the 
discovery of new technologies, or the 
building of new units. With military 
units players can look to conquer their 
rivals. It all sounds rather familiar, yes? 
And yet, despite the similarities in the 
basic gameplay, it's easy to see why Sid 
Meier and Brain Reynolds are so keen to 
try and distance Alpha Centouri from the 
Civilization brand name. Alpha Centaun 
promises to be, quite literally, a world 
apart from the Civilization games and 
should stand up on its own merits, not 
on the back of another game's success. 

As we've already mentioned. Alpha 
Centauri features seven different human 
factions. Each of these factions will 
have their own distinct characteristics 
which will influence their actions and 
behaviour. Some will be more 
aggressive, whilst others will look to 
advance their knowledge through the 
discovery of new technologies. 

Learning to deal with each faction, 
whether through political, 
economic, or 
military means will be 
a major part of the game. 
To this end, the game 
boasts a comprehensive range 
of diplomacy options which will 
allow players to make both military 
and economic pacts and treaties. 


game suggests that it is the next step. 
One of the ways of winning both 
Civilization I and II was to build a 
spaceship and send it, along with some 
settlers, off to colonise a new star 
system. It's name? Alpha Centauri. 


Turn-based 


ALL ABOUT 


After a long and extremely 
successful stint with 
Microprose, Sid Meier and 
Brian Reynolds decided to 
go their own way and set 
up Firaxis in 1997. The 
company's first project was 
the real-time wargame, Sid 
Meier's Gettysburg. Despite 
receiving critical acclaim, 
the game never achieved 
the level of success that 
Sid and Brian have most 
surely come accustomed 
to. Since then the 
company has devoted its 
time to the development 
of Alpha Centauri. What 
follows? Well, we put the 
question to Sid Meier 
himself, and although he 
was staying quite tight- 
lipped, there was talk of a 
possible Napoleonic 
sequel to Gettysburg. 
Anyone for Waterloo? 
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f.jiJ 1 ^ Ithough Microprose have 
I retained the Civilization brand 

name and are currently working on a 
third title in the series, Sid Meier and 
Brian Reynolds, the men behind the 
original two games, are near to 
completion on Alpha Centauri, the game 
many people consider to be the real 
Civilization III. Although Meier and 
Reynolds are keen themselves to prevent 
Alpha Centaun from being labelled the 
next Civilization, the very name of the 


Alpha Centaun owes more than just its 
name to Civilization I and II though. 

The gameplay is much the same too, 
with the main aims being to explore, 
discover, conquer and build, all of which 
is wrapped up in a turn-based system. 
There are seven different human factions 
in the game, with players 
able to lead any one 
of these. At the 
start of the game 
players have very 
limited resources, 
so they must 


It will be possible to cbange tbe type and elevation of each square of terrain in the finished game 
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wits against human players though, 
the game will have a full range of 
multiplayer options. Up to seven 
players, a player for each faction, 
will be able to go head-to-head via a 
LAN, or the Internet. ■ 


Alpha Centauri promises to be, qoite literally, 
a world apart from the Civilization games 


Onits, thousands of ‘em! 

As Aipha Centauri is set in the future, 
the 22nd Century to be exact, Sid and 
the rest of the development team 
have had a much freer rein in the 
devising of technologies and units. 
Free from the restraints of history. 
Alpha Centauri boasts around 80 new 
technologies to be researched and 
discovered and around 2000 new 
military units! The sheer number of 
units is possible thanks to a new 
unit editor which will allow players 
to design and create their own 
unique units. 

Terraforoi 

As well as being able to create their 
own units, there'll be standard ones 
for players build too, one of which 
will be the Terraformer. This unit can 
be used to shape the landscape. 

Alpha Centauri features 3D contoured 
terrain split into squares. Each square 
yields certain resources. The number 


elevation of any given square to 
either strengthen the players' own 
position, or weaken that of another 
player. For example, should a 
faction's territory be protected by 
water, players will actually be able to 
create a land bridge to their island. 

Sid Meier and Brian Reynolds have 
a reputation for challenging, 
competitive computer opponents, 
indeed one of the main contributing 
factors to the success of Civilization 
II was the combative and inventive 
computer AI which stood up to 



LOST 
IN SPACE 


The storyline behind the 
game begins with the 
departure of a spaceship, 
piloted by intrepid 
colonists and headed for 
the Alpha Centauri star 
system. As the spaceship 
approaches its 
destination, it collides 
with a meteor, waking its 
passengers and crew from 
cryogenic sleep. As the 
ship hurtles out of 
control towards the 
planet, the panic stricken 
travellers split into seven 
different factions, each 
with their own goals and 
objectives. After a crash 
landing that destroys most 
of the equipment that the 
colonists brought with them, 
the seven different factions 
salvage all they can and 
head off into the unknown 
to colonise the planet. And 
so begins the game... 


and type of resources depends not 
only on the kind of terrain, i.e. 
desert, or forest, but on the 
elevation as well. Terraformers will be 
able to change the terrain and the 


endless hours of single player 
gaming. Alpha Centauri will need to 
have to equal it if it is to have the 
same enduring qualities as Civilization 
11. Should players wish to pit their 
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If controlling a haby seems a bit of a girlie thing to do, then jnst check out some ot the evil and most un-angelic tricks up this particuiar tot’s sieeve! 


II you thoiglit babies were all elite, sweetness and ligbt, tbink again 
This Messah has the capacity to be a right pain in the neck! 


hiny first announced their 
HibJI presence at the forefront of 
games development with the hugely 
popular Earthworm Jim on SNES, which 
was later converted to everything 
from Game Boy to PlayStation. 

It was even turned into a 
cartoon series - the 
muddling Jim 
becoming an 
overnight 
superstar. Where 
do you go from 
there? Well, MDK 
didn't do too badly, 
firmly establishing the 
California-based developer 
as one of the most innovative 
and technically adept outfits in 
the business. Messiah represents 
their biggest, most ambitious and 
conceptually disturbing title so 
far. We went to Shiny's offices to 
find out what all the fuss is about. 

The premise is quite a bizarre 
one. The player will take the role 
of a winged angel baby, which 
probably sounds a bit syrupy to 
you, but don't believe it. This baby 
is actually capable of inflicting 
some of the nastiest and most 


unpleasant hurt you're ever likely to see 
in a video game. To traverse each of 
the game's six vast levels, the angel 
will have to possess various people and 
animals. After all, even a flying baby 
has its limitations, and angels aren't 
impervious to machine gun fire! To 
possess someone you'll have to position 


the angel above and behind them then 
enter just between the shoulder blades. 
The person or creature will still be 
conscious but will have no control over 
their movements. You can therefore 
make them jump off platforms, breaking 
their legs in the process, walk through 
fire or whatever other sadistic fancies 
appeal to you. The really sick part will 
be that while you're doing all this you'll 
be able to hear your hapless victim 
screaming in pain. You'll have to be a 
bit careful though; if the host body is 
killed while possessed, the baby dies 
too. Therefore, if the host is about to 
kick the bucket, it's best to abandon 




Messiai 
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ship. In fact the scope for nastiness is 
even greater, depending on how evil 
your mind is. How about possessing one 
poor soul, leaping from a great height 
to cripple him, then going off and 
possessing some big bruiser? You could 
then, if you so wished, go back to the 
crippled person and kick their head in. 
Mmm, nice! 

The plot is basically your regular 
good against evil affair, but the way 
things are looking, who's to say who's 
the good guy and who's the bad guy? 

Or, in fact, who cares...? 



Nappy, nappy, joy, joy 

The game is viewed from a third-person 
perspective behind the angel or 
possessed character, which will allow 
the player to admire the incredible 
graphics created using the revolutionary 
RT-DAT technology. RT-DAT (Real-Time 
Deformation and Tesselation) is used to 
create the most realistic characters even 
seen in a game. Instead of building 
them up from simple polygons, each 
character is made up of bones held 
together with muscles which move and 
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SHINY 


RELEASE 


SEPTEMBER 


WEB SITE 


WWW.SHINY.COM 


PLAYERS 


ONE 


stretch just as though they were 
the real thing. This means 
characters can be made up of 
up to 7000 polygons, and 
here's the clever part - the 
technology is scalable. The game 
will look at your system and 
optimise the graphics so you 
get the best possible quality 
while still running at an 
effective speed. So if you had 
two different spec machines 
both running the game 
simultaneously, you could 
instantly tell by looking which 
was the faster. It'll be the first 
game that'll utilise whatever hardware 
you have, and it will continue to do 
so even if you upgrade. 

Shiny's main man, the 
irrepressible Dave Perry, says: "The 
Messiah engine heralds the 
beginning of a new era for graphics, 
where scalability and adaptability 
make cross-platform development 
easier and allows games to ride the 
technology curve instead of being 
left to obsolescence only months 
after release." We're not entirely 
sure what he's on about, but it 
sounds pretty good! 

As well as the ability to 
possess any of around 20 people 
and animals, there'll also be 
weapons, including guns and 
knives, meaning this baby will 
appeal to even the most bloodthirsty 
of gamers. Get ready for the coming of 
the Messiah later this year. ■ 
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Can’t choose between being the cigar-smoking generat in the safety nt the eps rnsm 
er the frontiine trnnp with smeke in his nostrits? Then dn bnth! 




he forthcoming Age of Empires 
2 aside, Microsoft are going 
through a right dodgy spell, with the 
likes of Monster Truck Madness 2 and 
Outwars creating unnecessary odours in 
recent weeks. However, with all the 
might they wield it was only a matter of 
time before a true classic reared its 
head. Okay, I know it's only at preview 
stage right now, but already Urban 
Assault is creating quite a stir amongst 
those who've seen it. 




There are elements of resource 
management within the game 





If you're among the many (the staff 
of UPC very much included) who greeted 
the arrival of Battlezone with salivating 
glee, then it'll come as a great source of 
joy to learn that Urban Assault, 
developed by German company 
Terratools, treads very similar ground. 
Once more you have the classic real¬ 
time strategy pioneered by Command & 
Conquer combined with Battlezone's 


revolutionary ability to let you jump 
into the frontline at the controls of any 
vehicle in the game. It then becomes a 
fast and furious arcade shooter, with 
thumping sounds and bad guys coming 
from all sides. There's an interesting 
technique the programmers have used to 
enable players to issue orders to other 
units while in the thick of the action with 
a transparent map overlaying the screen. 


With a click of the right mouse button 
you can click to map mode and order your 
forces about, group them together, send 
them to scout out the area and all that 
sort of business without leaving the 
action. There'll also be all the usual 
resource management to contend with, 
meaning you're not likely to have a 
moment spare for idle thought. Though 
mission objectives will vary, as far as we 
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can telL the format wiU stay fairly 
standard in that both the player and the 
enemy will have a home base called the 
host station, which must be defended at 
all costs as this is where all units and 
power are generated. This, in effect, will 
be your missions control. 

We're promised fifteen vehicles to 
choose from, with around 35 enemy ones 
to compete against. However, unlike 
Battlezone, you're not restricted to terra 
firma. Urban Assault will let you jump 
into jetfighters and helicopters to take 
the battle into the wild blue yonder. This 
should be perfectly intuitive via the game's 
very well thought out interface. A list of 



easily recognisable but unobtrusive icons 
line the bottom of the screen, and these 
are used for moving around the game from 
unit to unit - but it gets better. If you see 
one of your units on screen you can right 


click to activate the mouse pointer then 
simply click on the unit itself to go straight 
into the drivers seat. Pretty cool, huh! 

Landscapes will vary considerably 
from mission to mission, with dense 
skyscraper-packed cities giving way to 




The tactical map can be overlaid on to the main screen so that players can fight and plan at the same time 


barren wastelands and deserts, all with 
suitably apocalyptic atmosphere. 

Levels will be laid out in a non¬ 
linear tree format - a style which has 
become very popular recently. 

Experienced players will be able to 
decide which route they want to take 
and plan their strategy accordingly. It'll 
also add to the replay value in more of a 
sense than just doing a few extra 
missions. For example, some missions will 
throw up new vehicles and technologies 
to research and use. If these specific 
missions are missed you'll never see 'em, 
so it'll always be worth going back to 
play through every possibility. 

With Internet play also planned. 
Urban Assault is looking like a very 
interesting proposition. There are a few 
niggles in the preview code which need 
to be addressed. At times things can get 
almost too intense when you're trying to 
keep track of several different skirmishes 
while stuck in the middle of one yourself. 

Although fast and clear, so far the 
general consensus is that it doesn't look 


as good as Battlezone, with too many of 
the vehicles appearing to be constructed 
out of cardboard boxes, such is their 
angular chunky nature. Accurate release 
details are a bit sketchy, but Microsoft are 
hinting at a summer launch. So if you're 
a mad-for-it real-time strategist with an 
itchy trigger finger, you might want to 
dust off your flanking manoeuvres and 
pincer movements in anticipation! 



Build units and then attack and 
destrny the enemy 
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Due to the fact that 
Microsoft are behind 
Motorcross Madness 2, 
when the game is 
released it will be 
playable on the Internet 
Gaming Zone, the 
company's online gaming 
service. And for those of 
you who have access to a 
local area network, this 
will also be supported. 
It's set to make both a 
great single and 
multiplayer title, 
and we can't wait! 




in which the bikes are racing at and the 
height they gain means that collisions 
occur very often, and this is what makes 
the whole sport so exciting, for both 
those on the seat and the spectators. 

Motorcross Madness aims to bring the 
adrenaline action as near to real-life as 
possible, and from what we've seen 
already, they're not far from reaching their 
goal. Several game modes will be seen in 
the final version of the game, from 
national races on various outdoor terrains, 
to the famous supercross challenges which 
feature more bumps than you can shake a 
spoke at. And, if you feel that you aren't 
getting enough air time from races, you 


U f there's one sport which 

compares almost perfectly with 
an Ultimate PC drinking session, it has to 
be motorcross racing. Let's look at the 
key descriptions for both sports (yes, 
drinking with UPC is a sport - it's highly 
competitive): You have to keep a tight 
grip of the bar, speed is of the essence, 
it's a life threatening challenge, and you 
quite often end up on the floor. Large! 

For those of you who would prefer to 
avoid drinking with us and just don't 
want to risk death twice with riding on a 
high speed motorbike, you may want to 
prepare yourself for this. It's Microsoft's 
new motorcross simulation, where you 
can virtually take to the air and avoid 


the pain, hassles and embarrassment 
of real broken bones and stained 
underpants. Fortunately it's looking to 
be a lot more impressive than the 
company's Monster Truck Madness 2, 
which was clearly a pile of poop. 


If you dare! 

Motorcross, for those without the 
knowledge of the sport, involves using 
fast motorbikes with rather large 
suspensions, leaping over bumps and 
attempting to finish the race in the best 
position without wiping out. The speed 


don’t wipeout, you may just reach first position 


MoiorGross 
Madness 

Their east Mainess games haven’t been too good, 
but Mierosoft eouM well be onto a winner with their new high-flying sim... 
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can turn sharply to different kinds of 
challenge where you are required to gain 
as many points as possible by performing 
different stunts in the air. Throw your legs 
in the air, put them over the handlebars, 
no hands, be crazy! Sadly though, points 
aren't gained from artistic crashes, which - 
for beginners - wouldn't be too hard. 

Variety looks to be one of the main 
plus points of the game, and thanks to 
what seems to be endless amounts of 
tracks in several different playing modes. 


Motorcross Madness is sure to score 
highly when it comes down to lastability. 

Currently the game's visuals look 
very impressive. Obviously, if you have 
3D acceleration enabled the graphics 
are very impressive, but we've also 
played it in primary display mode and 
this also looks exceptional. You are 
provided with no end of smoke effects, 
player animation is excellent, and 
seeing rival bikers in the background 
flying overjumps is brilliant to watch. 

Collision chaos 

Instead of making the game a simple 
accelerate, brake, turn left and right affair, 
much more skill is required to secure a win. 
On the flat you'll be fine, but it's when you 
take to the air and move around corners 
that you'll start encountering problems. 

You must ensure that you don't lean 
backwards or forwards too much as you will 
end up flat on your back or flipping over 
the handlebars. Bending excessively into a 




Very dangerous, but at least it’s only a simulation where you can get away with almost anything 



corner can result in tipping over, and 
moving up a jump in the wrong position 
can also prove to be pretty dangerous. 
These bike physics are certainly one of the 
other big plus points of the game. 

Of course, you don't just crash by 
yourself - other players in a race will 
cause crashes, both by accident and 
intentionally. This can happen via them 
falling over and you crashing into the back 
of them, or in more impressive collisions, 
competitors can have mid-air encounters 
which would surely leave racers with at 
least a few broken bones in real life. Sadly 
though, it seems as you can't get injured, 
and players will carry on no matter how 
much of a bashing they take. 

Along with Age of Empires 2, 
Motorcross Madness looks to be one of 
Microsoft's more prestigious titles of the 
year. Look out for it soon - above! ■ 
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Colin McRae Is currently leading the 1998 Werld Rally Ghanipienship, 
much te the reliet et Cedemasters, who are developing a rally driving slie with his name on the hox. 




Date of Birth: 

5th August 1968 
Place of Birth; 

Lanark, Scotland 
Marital Status; Single 
Resides: Scotland, Monaco, 
Switzerland 

Hobbies: Mountain-Biking, 
Water Skiing, Motorcross 
Career Debut: 1986 
FIA Seeding: A (2nd) 
Co-driver: Nicky Grist 

History: 

1988: 1st in Class British 
Open Rally Championship 
1st Scottish Rally 
Championship 
1st in Class British 
National Championship 
1990: Runner-up British 
Open Rally Championship 
1991; Joined 555 Subaru 
World Rally Team 
1991-1992: 

British Rally Champion 
1995: 

World Rally Champion 
1998: Currently leading 
World Rally Championship 


f you've ever watched world class 
rally driving in real life, you 
won't need to be told that it is one of the 
most exciting and terrifying sports in the 
world. Anyone who will drive a four 
hundred horsepower car at speeds of over a 
hundred miles per hour down tracks which 
most of us would get out and walk down 
wearing wellies, deserves maximum respect 








and urgent 
psychiatric help. 

Well, pretty 
soon you can find 
out for yourself just 
what a near-death 
experience is really like. Codemasters, who 
brought us the excellent TOCA Touring Car 
Championship, have signed a license deal 
with world champion Colin McRae and his 
regular co-driver Nicky Grist. The result is a 
driving game which will scare the pants off 
you, but keep you coming back for more. 
We have a preview version in the office, 
connected to a good quality steering 
wheel with pedals, and people have been 
queuing up to play it. Considering the 
jaded gaming palates of the UPC staff, 
that has got to be a good sign. 


Crash haag wallag 

Colin McRae Rally uses an enhanced 
version of the impressive graphics engine 
used in TOCA Touring Car Championship, 
but with special modifications to make it 
more suitable for rally-type racing. It 
features twelve different world class rally 
cars, such as the formidable Subaru 
Impreza WRC, the four-wheel drive Ford 
Escort WRC, and the super-fast Mitsubishi 
Lancer E4. All the cars are laser- 
modelled on the real thing, and 
drawn using four hundred and 
fifty polygons for smooth 
curves and realistic 
shapes. The car models 
are interactive and can be 
'modified' in real-time. 


Mud and dust flying 
up from the track will 
splatter all over your nice 
clean paintwork, and any accidental 
collisions will result in very realistic- 
looking crash damage, which will 
adversely affect the car's handling. The 
number of rear light covers I smashed 
would keep Unipart in business for the 
next ten years. Between drives, you have 
the option to repair any damage, and to 
set up your car for the next stage. Factors 
such as suspension, tyres, steering 
sensitivity and more can all be customised 
by the player for optimum performance. 


Off the beatei traek 

Although the game is not due out for 
another couple of months, the preview 
demo version was already looking 
amazingly good. A few of the trees still 
had black outlines, and the five different 
camera views hadn't been implemented 
yet, but it was still enormously enjoyable. 
There are eight different countries to race 
in, each with distinctive characteristics, 
such as snow in Sweden, dust in Australia 
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and mud in England. The tracks themselves 
are fairly unusual. In most driving games, 
when you run off the track you bounce off 
an invisible wall at the roadside and find 
yourself back on the driving line. In Colin 
McRae Rally, there are very wide areas 
either side of the track, littered with trees, 
boulders and even the odd snowmobile. If 


challenging parts of the game, especially 
if it happens to be raining as well. The 
headlamp lighting effect is the best that I 
have seen in a driving game, lighting up 
the road ahead in a totally realistic way. 
The addition of a full TV-style replay 
feature will give you a chance to see 
where you went wrong, and to make sure 


Right driving is especiaiiy weii bandied, and 
is nne nf the mnst chaiienging parts nf the game 


you drive off the road, you usually have to 
drive back on again by yourself! It is 
actually possible to take a few shortcuts 
by going off-road, but only if you are good 
at dodging trees. 

Left left left! Hight? 

The game provides a very involving drive, 
and it is easy to forget that you are just 
racing against the clock. You get full co¬ 
driver assistance, with the calm and 
reassuring voice of Nicky Grist calling the 
corners for you. The car handling is 
superb, with an accurate physics engine 
giving realistic handling of power-slides, 
jumps, and steering on a number of dodgy 
driving surfaces such as ice, snow, mud, 
sand and gravel. Night driving is especially 
well handled, and is one of the most 


you don't do it again, there is a three- 
level Rally School where you can receive 
tuition from the master himself. 

Pick a card 

Multiplayer functions include a split-screen 
mode so that two can play on the same 
machine, and a link mode which allows up 
to four people to play over the Internet or 





a local network. Naturally all these 
advanced features come at a price, and 
the minimum system specification is 
towards the high end of the field. 
Recommendations are a Pentium 200mhz 
with 16mb of RAM and the increasingly 
popular 3D accelerator card, which is 
essential to see the high-resolution 
graphics. Lots of games are starting to 
appear now which need one of these cards 
for optimum performance, and some games 
need them to work at all. Colin McRae Rally 
definitely looks the business with a 3D 
accelerator card, and is as good an excuse 
as you need for getting one. After all, 
you've got until August to save up. ■ 


Car for sale: One careful owner 
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UPC: 

So the team at Eagle 
jv Dynamix, is it mostly 
ex-military? 


WELVE AUGUST 1998 


Nick Erey, head of Russian developers Eagle Dynamix, talks to Udimaii PC ahoit the 
latest version of the company’s acclaimed combat flight simnlatnr, SI27 fMer. 


would be more difficult in the States - 
everything is so much more classified. 


UPC: We take it you have a background 
in military aviation yourself then? 


riG: Yeah, it's a fabulous area because 
all this high-tech goes into such an 
expensive piece of kit, and really it's 
just a wild laugh when you're using it. 
You don't really think about their 
qualities as war machines until you 
have to go into combat. 


UPC: So, is the SU27 Flanker the 
Russians' leading fighter aircraft? 


flG: Definitely. It's a fabulous aircraft. 
Many, many advantages over a lot of the 
Western kit. It's extremely simple to fly, 
very nuts and bolts, very reliable, the 
engines are phenomenally reliable, they 
can take an enormous amount of 
battering, very high angles of attack. 
Western engines aren't quite as flexible. 


UPC: In the past Russian aircraft have 
been criticised for being over-engineered. 


riG: Yeah, they do tend to be. Let's 
put it this way, the philosophy of 
Russian aircraft has been criticised for 
being over-engineered, with too many 
people working on the same project, 
but in fact it's a fallacy. Russian 
aircraft are very simple. In many ways 
in the West, where things are decided 
by a committee, in Russia the decisions 
are made by the Chief Designer. Similar 
to the old days of American aviation, 
or UK aviation, where the chief 
designer, like Kelly Johnson, was king. 
Nowadays there's so much money and 
politics involved that, to be frank... 


■ PC: SU27 Flanker ^s been in 
development for a little while 
now, have you actually had access to 
the SU27 Flanker during this time? 


f nG:Yeah. 

We have 
approximately 
50 percent that 
are ex-military, 
from the military 
design bureau. Some 
of them are fuselage, 
some of them are in 
aerodynamics, some of 
them are in weapons 
systems, and then 

^ others who are just young 

mathematicians, which is 
what you need - number 
^ crunchers, people who can design 
• matrices, transformers and so on. 
It's very important to have access 
to the military, and obviously we're 
very lucky in Russia because we do. It 
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The level of detail on the planes is 
second to none. SU27 flanker 2 
promises to he visually stunning 


UPC: So, having flown an SU27 Flanker 
for real, are you confident that SU27 
Flanker is a realistic simulation? 


riG: Yeah. It flies very, very well. It's spot 
on. I don't think they've got anything 
wrong with it. The only area which is very 
difficult to simulate is when you are doing 
Cobras and stuff like that; we still haven't 
been able to simulate it for real because 
the way the Cobra is done is it has a 
stability augmentation and has analogue 
fly-by-wire, not digital fly-by-wire. So when 
you get to very high angles of attack, in 
order to get to these whacky 100 degree 
angles of attack you have to disengage 
stability augmentation and you get direct 
link, and when you have direct link the 
aircraft is unstable. We can't do that in this 
model exactly. But that's the only area 
which is extremely difficult to simulate. 

The rest is absolutely spot on. 


riG: Yeah! I've even flown it a few times. 













UPC: ... You end up with the Tornado! 


flG: You end up with the Tornado. 
Which is a piece of shit, and I've flown 
Tornado so I know. 


UPC: So how many units are there 
in the game? 


flG: There are hundreds of military 
objects which take part in the game. 
Hundreds. We didn't count them, but I 
think the number of ground objects is 
something like 150 and these are 
tanks, patriot missile systems and 
radars and so on. Then something in 
the region of 40-odd aircraft like the 
bombers, fighters, ground attack 
aircraft, reconnaissance planes - you 
name it, we've got it. 


UPC: And all have been accurately 
modelled on the real planes? 


riG: Well, we don't know all the flight 
parameters of some of these Western 
planes at all, all you can do is have a 
good guess of how they should fly from 
equivalent Russian types for which we 
have a lot of data. 


UPC: Is the game going to be a strict 
simulation then, or will people be able 
to tailor the difficulty to suit their skill? 
Maybe make it more action-based, rather 
than simulation? 


riG: That's a very good point. I think 
one of the mistakes we made with 1.5 
was that the product had a very steep 
learning curve, like it was really hard¬ 
core immediately and that made it 
difficult for newcomers to the product, 
or for gamers from products like F22, 




or more arcadey products to get 
involved. So we have tailored a mode 
which will be more simplistic. We 
won't call it arcade, but it'll be easier 
for people to get in to. 

UPC: Which theatres of war are you 
going to have in the game? 

riG: Just the Black Sea. It's something 
we know well and I think it's the only area 
we could feel confident with at the 
moment from the equipment point of view. 
There are more than 300 different military 
objects; aircraft, tanks, radar warning 
equipment, missiles sites and so on. 

UPC: Does the game use the real 
terrain from the region? 

flG: The terrain is generated from 
stereoscopic satellite images of the 
region, and we generated our own 3D 
mesh generator and adapted mesh 
generator from stereoscopic images and 
therefore we have got very precise terrain. 

UPC: The contours of the terrain are 
geographically accurate then? 

flG: Spot on! 

UPC: What structure will the campaign 
mode in the game take? 

HG: The name of the game is taking 
control of the peninsula. It's a very 
important peninsula strategically; it 
controls some of the most important 
ports in the Black Sea and from the 
Crimea you can dominate the whole 
of the northern part of the Black 
sea. It also has oil and access to 
the Caucuses. 


UPC: And there's a mission editor 
as well? 

riG: Yeah. There's a mission editor 
similar to 1.5, but with more powerful 
tool. It's more intuitive, it's simpler 
to build missions. If you don't want 
to go through the whole process of 
putting every waypoint down you can 
just call time on target, aircraft type, 
weapons and it'll put the aircraft 
there, in front of where you want to 
go from. It's easier to co-ordinate 
missions, make them really look 
good, time everything right. So from 
the mission editor you can adapt 
substantially everything that you 
want to do depending upon the 
stage of the campaign your in. 

UPC: So, is the game primarily 
land-based? 

riG: It's peninsula. It's a bit like if 
you were to fight England, where you 
can't avoid ports, you can't avoid 
being surrounded by water. The 
Crimea is pretty much surrounded by 
water, so the role of ships and aircraft 
carriers is substantial. 

UPC: So will people be able to hook 
up over the Internet and fight against 
each other? 

riG: Well, let's put it this way, 
this is not like a wargames product - 
it's impossible, there's not enough 
bandwidth to do that. It'll be 
similar to what we had in 1.5 - you'll 
have one against one, maybe two 
against one max, and then it doesn't 
work any further until we get 
bigger bandwidth. 
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The terrain is modelled from 
satellite photos to ensure it's as 
accurate as possible 
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Explosive 

Final Fantasy VII picks up an Explosive award this month, coming in 
with a mightily impressive score of 92%. Also honoured this month 
was Eidos' superb Commandos: Behind Enemy Lines. 

Hot Property 

Quite a few titles received the Hot Property award this 
month, including X-Files, MechCommander, Gex 3D and 
International Cricket Captain. 



Hazardous 

Yet more games have been labelled Hazardous by our expert 
reviewers. This month the dubious honour goes out to Dink 
Smallwood, House of the Dead and Soccer Nation. 


n t the end of each review a box-out similar to the one 
” shown here will list all the information you need. For 
those interested in buying the reviewed game, its publisher and 
developer are listed, along with its price and release date. If you 
have access to the Internet, a Web address for the product is also 
supplied. We then move onto the recommended specs for the 
game - the amount of RAM and the processor speed is stated, 
along with any graphics or sound requirements. With the number 
of games needing specific graphics accelerator cards increasing, 
this demands attention. We then have the comment and score. 

Ultimate PC's reviews are sponsored by Apollo Computers. We use a 
range of Apollo machines from P150s up to Pentium II P300 MMX 
ones. All are equipped with 32MB RAM 


Any game that has been classified 18 will now have this logo 
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RE view 


The central character, Cloud, 
finds a friend 


inal Fantasy VII is more of an 
I experience than a game. Such 
claims are more than tired hyperbole, 
and to class Final Fantasy VII as a 
normal RPG is a big mistake. The long- 
running console series made Square a 
household name and great friends with 
Nintendo in their native Japan - that 
was until Final Fantasy VII headed 
towards the PlayStation and PC rather 
than the Nintendo 64. The benefits of 
the game being ported to the PC are 
obvious - the PlayStation dual speed CD 
drive and scarce memory just can't 
compete with a hi-resolution monitor 
and 3D acceleration. 

To consider the game purely as a 
technical demonstration would be 
missing the point completely. The Final 
Fantasy series is possibly the most 
famous game series in the world after 
Mario and Zelda. Millions of sales were 
achieved over less than a week in the 
eighties when Nintendo was king and 
the NES was selling rapidly. The crude 8- 
bit graphics of the first couple of 
instalments were testament to the game's 
playability and absorbing quest. It's just 
too good to think that we have the best 
of both worlds in Final Fantasy VII - 
even though LucasArts have consistently 
tried to blend point and clickers with 
films to make them into convincing 
experiences (as in Full Throttle), it's 
Square that have stepped in and 
produced an RPG that kills dead all 
known point and clickers and ominously 
titled 'interactive movies' in terms of 
pure atmosphere. 













The introduction to the game is a 
beautifully rendered scene-setting 
extravaganza, with panning cityscapes 
fading in and out while the theme tune 
hums along to the lengthy gaze into 
space. After a couple of minutes the 
game's official logo pops up. The city of 
Midgar is revealed via multiple camera 
angles and the detail lavished by 
Square's staff on the hi-res plumes of 
smoke and moving trains gives even the 
finest LucasArts renders a hard time. The 
camera suddenly comes to a halt and a 
character jumps out of a train. The game 
is now playable, and the intro is blended 
into rendered background graphics. 

Walking allows more freedom, and 
you realise that the environment looks 
the same as the cut scenes, making play 
very smooth. The fact that you can 
climb ladders, traverse huge buildings 
and venture into so many houses and 
modes of transport makes exploring the 
game world intuitive, and the difficulty 
level of FFYII eases the beginner and 
Square veteran alike into the land of 
Final Fantasy without hassle. If ever a 
game was appreciated by masters yet 
loved as a first RPG, this is it. Perhaps 
it's just luck that the first Final Fantasy 
game to make it to the PC shows the 
epic series at an unbelievably high water 
mark in terms of technological prowess 
and gameplay. From the humble training 
walkabout in the first half hour of play 
to the multiple story-lined tales of love 
and war that gently unfold, you'll feel 
nothing less than truly compelled. 

It might seem a bit cheesy to see the 
cute characters and animals in the game 
conversing, but despite the distinctly 
childish appearance it's merely a loveable 
trait of console games and the Eastern land 
which embraces their style whilst avoiding 
immature themes. The first disc of the 
lavish four CD set will see your main 
character. Cloud dress as a woman, stumble 
into a brothel and chop all manner of 
beasts to pieces. All in the name of being a 
good hero, of course 



Moving on 

Your first task is to guide your 
character. Cloud Strife along with a 
gang of social misfits. Also present is 
Barret - a Mr T lookalike with a gun 
for an arm. He has a child too, which 
seems a bit amazing given his 
stupidity. Other members of the gang, 
called Avalanche, live secret lives in 
the midst of a strict government. The 
aim of Avalanche is to save the city 
of Midgar from pollution-spewing 
reactors which are killing the city and 
blocking the daylight, leaving the 
place looking like a mishmash of 
Blade Runner and a medieval fantasy 
land which magically changes from 
dark to light as the game goes on - a 
subtle touch and an example of the 
visual cinematic drama. The extremist, 
but honest and true Avalanche group 
plan to halt the pollution by 



destroying the reactors, and your 
task is to join Barret and chums in 
destroying a Death Star-esque reactor. 
You have to fight a mechanical spider 
in a turn-based 3D scrap by good use 
of spells and defending techniques. 
The screen then pans out and an 
external view of the explosion can be 
seen in all its glory. 

A time limit is set at ten minutes 
before detonation and a clock starts 
ticking on the screen. After that it's 




Cloud faces a basic puzzle - knock dowu the barrels to cause planned havoc below 
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Vacuum 


775/10 15 159 


783 / 783 191 


a thing going with barmaid, Tifa. 
Aeris Gainsborough likes Cloud too, but is a 
flower-selling mystery woman. Enough has 
been said about Big Boy Barret, but he does 
look like a member of the A-Team. 


a number of in-game tutorials 
and hints help the uninitiated. 

Combat becomes addictive after a 
while, and the intuitive controls allow 
you to pull off some legendary attacks 
from whoever you have in your team. 

Initially Cloud Strife is a loner, 
but up to ten characters can be 
controlled, weaving plot lines of 
novel size. Text appears on screen in 
dialogue boxes, and you progress 
through conversation by tapping a 
button to move on, stopping for a bit 
of careful consideration when 
confronted with conversation options 
or decision points. The friendly menus 
will mean that most people can get 
into the story and control it without 
even having touched an RPG of any 
description, and considering that by 


time to leg it and save a trapped 
member of Avalanche (Aeris), and 
then to the pub for a quick chat. After 
that youTl be diving off a bridge and 
onto a train with real-time cut scenes 
which just defy belief with their 


it's basically a board game style of 
combat where the enemy and you 
select weapons and then take a 
chance as you would if you were 
rolling a dice. Final Fantasy VII is 
revolutionary in its use of the Active 
Time Battle system, whereby real-time 
and turn-based combat is blended to 
produce a game that is much less 
complex than you might imagine. 

Battle scenes occur randomly, with 
the screen mutating in a psychedelic 
swirl to show you and your enemies, 
which vary amazingly. Hit points and 
statistics are present, but you don't 
have to pay great attention to 
anything other than your energy, just 
select the relevant attacks. Huge 
enemies can fill the screen, and once 
attacks are triggered, each member of 
your team is seen in close-up 
unleashing weapon attacks with 
swords and assorted firepower. 'Limit' 
gauges build up for special attacks 
which become available about once in 
every three attacks. After an attack, a 
meter fills and when full, you can 


If ever a game was appreciated by masters yet 

loved as a first RPG, this is it 


There are ten central characters in Final 
Fantasy VII which you can take command of. 
They are free to leave of their own accord 
and turn up later on, if they wish. They 
aren't all strictly human either - attractive 
barmaid, Tifa Lockheart may sound like one 
of Barbie's mates, but she accompanies a 
large beast called Red XIII, who is a wild 
cat. Cid Highwind is a spiffing airship pilot 
and Gait Sith is a cat that uses a Mog for 
transport. A Mog is a teddy bear. With 
wings. And teeth. Moving back to the land 
of more conventional characters, Vincent 
Valentine rivals Tifa for cliched Dickensian 
names, and has long hair and is 
unemployed. Yuffie Kisaragi is a 16-year-old 


female ninja who throws shurikens at 
people, but she is dwarfed in terms of 
violence by Sephiroth - an evil character 
(denoted by the long hair and dark 
costume) with an unfeasibly big sword. The 
main character is Cloud Strife, who sounds 


sterling musical scores pounding and 
parping in the background. You'll 
believe that a philharmonic orchestra 
has taken up residence in your PC and 
chucked the sound card in the bin. 

In-game activities are just as 
pleasing too. For those uninitiated 
with the premise of turn-based 
combat, which is rife in console RPGs, 


attack again - meter-based 
action makes the whole 
business of turn-based combat 
seem like simplicity itself. 
Magic spells look very nice, 
with translucent fire and 
beams bouncing around the 
corners of the screen. The 
combat is explained fully and 



The out scenes blend into real-time 
events well, as this scene shows 
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the cLimax of the quest you will have 
passed so many requirements 

needed by an RPG expert, 
it's a miracle. The 
Learning curve starts 
at what must be a minus 
fifty rating and is up in 
the thousands by the end. 
Ask any RPG player about 
Japanese RPGs and they'll 
whine on about how the 
games are badly translated, 
with Lots of poorly realised 
cultural references. Square are 
guilty of this, and when 
fairytale heroes in the 
game start spouting 
vernacular slang Like 
devotees of gangsta rap, it is 
cringeworthy - however, it doesn't 
detract too much from the fairytale 
proceedings. Strangely, only Barret has 
this type of accent and dialect, with a 
penchant for double negative speech, 
kinda-like doncha know kiddo. It's a 
small price to pay though; the plot is 
outlined clearly and is easy to 
understand, but it's not the literary 
masterpiece you may feel the original 
Japanese version might have been. 

The feel of Final Fantasy in general 
has never been about the text though 
- the characters and Squaresoft art 
combine to make the atmosphere 
impressive. To make Final Fantasy a 
playable translated version of what, 
after all, is a distinctly Japanese 
game is a tremendous feat - even 
more so when a non-games player can 
pick up the pad and be immersed. 

Musically Final Fantasy has the best 
soundtrack of any RPG, with CD 
orchestral music and chip-generated 
tunes which are Looped to induce 
trance-style feelings when you're at the 
keyboard. One of the reasons Square 
abandoned the idea of an Nintendo 64 
Final Fantasy title came down to the 
fact that there wasn't room for all of 
the art and sound of Final Fantasy on 
one compact disc (it comes as a four 
disc set), let alone a cartridge. 



Square's creation has had immense 
talent lavished on it, with a record 
level of artists and computer 
equipment used. Square became the 
biggest customer of famed computer 
creators Silicon Graphics. The game 
intro and cut scenes wouldn't look 
out of place in a cinema. The 
diversity of game styles is Like an 
action film too. Certain scenes have 
sub-game-like sections that require 
you to take part in an arm wrestling 
contest, surf extreme style in the 
snow and race around Midgar on a 
motorcycle, which is actually a 
genuine Honda. Variation Like this 
makes Final Fantasy a game which 


doesn't adhere to its genre 
completely, and has been created 
purely with the gamer in mind. You 
will rarely get bored because when 
there is a problem that you can't 
solve, you can always scout around 
for new clues or head elsewhere. 

FFVII isn't as linear as past 
efforts, and the game world is 
absolutely huge. The completion of 
the game will take around 60 hours, 
depending on your familiarity with 
RPGs, and once completed at least a 
couple more plays will be needed in 
order to unearth all the secrets and 
oddities. Playing with a different lead 
character can change the plot 





This game offers loads of 
different settings to explore 


TUHM-BftSID COMBAT WITH WOMBATS 


Turn-based combat means that you and 
the enemy take turns at having a pop 
at each other, waiting to see how much 
damage you've sustained before you 
make the choice to attack, use magic, 
or drink a quick energy-boosting 
potion. Just like a pub fight then. 

Magic attacks can also be used and are 
very effective against boss characters, 
whilst intelligent use of the spells is 
essential to reach the later parts of the 
game. Traditional spells such as fire 
and bolt (lightning) are available from 
the start, but other spells can be 
gained and used by specific characters. 


The actual amount of spells available 
isn't mentioned in the manual, but it's 
easily over 100. Magic can also be used 
to confuse enemies, reverse attacks and 
replenish energy. Side-on combat is the 
norm here, with characters causing the 
viewpoint to shift once certain special 
attacks are initiated. It's not all menu 
flipping though - one character uses 
Street Fighter-styie beat-'em-up key 
presses to get attacks out, while a 
random fruit machine reel appears 
during a female character's 
confrontation. Get three matching 
symbols and which those sparks fly. The 


polygon-intensive nature of the battles 
is where 3D acceleration is most 
beneficial - swords glint with 
unnerving realism and simple bullets 
look like firecrackers on contact. 
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powerhouse... if you can call ostrich 
and chicken hybrids that. 


L 



NAME 

Cloud 

Barret 

Aeris 


899/101 5 12 1 

5d6/ 783 187 





Large birds 

The production of Final Fantasy is of 
such a high standard that it really 
highlights shoddy adventures which 
claim to be doing something for the 
genre but are really just rehashes of a 
similar game which made it into the 
top ten a few months ago. 

The characters all become familiar 
within a couple of hours of playing, 
and this is purely down to their 
intelligent creation. Even the modes of 
transport are memorable, with vehicles 
such as airships, bikes and large yellow 
birds (known as Chocobos) which you 
can ride on to traverse the game map. 
Some gamers may draw comparisons 
with the Zelda series of games, but 
although Final Fantasy VII may be 
similar in concept, the style and 
design of the two titles are completely 
distanced from each other. Ironically, 
when the PlayStation received the 
game, it was the deepest console 
experience ever, and compared well 
to the life spans of PC games, which 
were typically atmospheric rather 
than cute platformers (as was the 
considered diet of console gamers). 

Final Fantasy VII transcends all 
platform battles though, because with 
or without 3D acceleration, it's still as 
good as the original version, and as 
such it's likely to be the finest and 
most original RPG we see before the 
next millennium. Dramatic perhaps, 
but true nevertheless, because Final 
Fantasy is here, and it's never going 
away. Hopefully it will show Western 
developers that PC RPGs can be appreciated 
by everyone and not just niche anorak- 
clad sectors of the market. 

A joyous game that deserves all 
the credits, accolades and praise 

that has, and still will be heaped 
upon it. Richard 


situation dramatically - people can 
leave and join your group or army 
when it comes to combat as and when 


doesn't prepare you for all the spot 
sub-games like motorcycle racing and 
snowboarding. You certainly won't 


An interesting use of cinematic scale as you traverse a roller coaster ride terrain 


The combat is explained fully and a number of in¬ 
game tutnrials and hints help the uninitiated 


they please. Without wanting to spoil 
the plot, the themes of love and 
death are intertwined, and it becomes 
painfully apparent that some 
characters are going to meet their 
maker no matter how much games 
playing skill you have. The RPG tag 


have expected to be breeding large 
birds by the final stages either. Using 
them as transport seems just as 
ludicrous but, by god, it's fun 
seeing two feathered foes 
created by a multi-coloured 
prize-winning 





It’s all very well sending thousands 
of viilians to hell, but how does 
Cloud carry that massive sword? 
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It you’re a fan at Ue skew, Ghanoes are yen’ll go out and buy it anyway, bat far 
those of you who have been waiting for the review and reaiiy want to know 
what the X-files game has to offer, you eaa find out over the next two pages. 

Trnst no other aiagazine... 
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For those of you who have 
slow CD-Rom drives, there 
is an option to install the 
whole game on your hard 
drive. However, unless you 
have around three 
gigabytes available, you'll 
be forced to put up with 
slow video footage, which 
as you can imagine, is very 
annoying - especially with 
a game which has seven 
CDs full of it! The game's 
option menu does give 
users the chance to change 
visual settings, but these 
don't really make a 
huge difference. 


SEATTLE 


>1ATION AL 




EN TAKEN 
OM TENT 
ALIENS 


■IlH t this yearns E3 show in Atlanta, 
BS5I I was fortunate enough to meet 
Gillian Anderson. However, the best part 
of the whole event wasn't exchanging 
smiles, winks and telephone numbers 
(maybe not, eh!) with the FBI goddess, 
but managing to blag my way to the 
front of a huge queue of fans who had 
been waiting for three hours to get her 
autograph and another massive line of 
press, who included CNN, Fox 5 and God 
knows how many other American 
television stations. You wouldn't imagine 
how many filthy looks I received, but 
hey... it was all legit and we're UinwATE 
PC. Well, 'nuff said! 

Anyway, enough talk of stars mixing 
with each other, onto the review... 


fit the needs of the game. In some of the 
more heated situations players do get the 
opportunity to interact with footage, and 
this is seen most in the shoot-outs, where 
you are required to pull out your gun and 
hit the bad guys before they get you. 

Locating items within the still images 
is made easy through different animations. 
If you are able to look at something, an 
eye will appear. If you are allowed to talk 
with someone, a mouth will pop up, and 
for opening doors and so forth, there's 
another symbol. 

When you do enter a conversation 
with a character, most of the time you 
are required to click on each question or 
comment to progress on, but in other 
selected situations you can choose the 
way you phrase a comment, which - 
although it's a nice touch - could have 
done with being implemented a lot more 
to make the game constantly turn in 
different ways due to the player's 


Scully. Instead of playing as the 
investigative duo, the entire plot of the 
game is based around the disappearance 
of these two FBI detectives, and after an 
intro sequence which shows Mulder and 
Scully being shot at, it's your job as 
detective Craig Willmore to track them 
down, as they have strangely disappeared 
into thin air. 


If you read our preview of The X-Files two 
issues ago, you'll already be aware that 
when unpacking the box, you won't just 
find a single CD, but seven. The reason is 
that this is no average platform, strategy 
or first-person shoot-'em-up. Why? Well, 
'cause it'd be bloody stupid, that's why! 
No, instead Fox have decided to make 
the game more of an interactive episode, 
incorporating lots of full motion video 
(FMV), and that's the reason for the large 
number of CDs. Sadly though, on most of 
these CDs you don't get to see the two 
main stars of the TV series, Mulder and 


How it works 

You're perhaps wondering how the game 
actually plays, and are slightly curious 
about the mention of lots of full motion 
video? How interactive is it exactly? 
Well, the game works in a similar way to 
that of Black Dahlia, in that interactive 
still images are linked together by full 
motion video scenes. However, the 
difference with the X-Files game is that 
all of the still image photography has 
been shot on location, instead of being 
adapted from existing photographs to 


SUSPEI'IDED riA^I 
















Jose Chung 


decision. Still, the job that Fox has done 
isn't a bad one, which is more than can 
be said for some adventure games seen in 
the past. Characters do get angry if you 
ask them the same question twice, but if 
you say the same thing a third time, 
you'll receive the same response as the 
second - and it doesn't really seem to 


nobody, sticking your nose in where it's 
not wanted. The personal digital assistant 
(PDA) is also important, checking your 
email when out and about and allowing 
you to travel around without having to 
find your car. In addition, there's also a 
lock-pick, gun, torch, night vision 
glasses, binoculars and handcuffs to be 
found in your inventory once you've 
picked them up from the office. 

I need help 

It's inevitable that at some point in the 
game you're going to find yourself stuck. 
There are a few ways to gain hints. The 
main one comes in the form of the game's 
artificial intuition - a small blue light at 
the top right of the screen which will 
light up offering images of close 
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locations, people or items to visit or 
contact. However, these pictures only 
come once you've come close enough to 
the actual area in which they're situated. 
This helps a lot and allows you to move 
quickly throughout the game, although 
you can turn it off if you like, to provide 
more of a challenge. A piece of leather is 
advised for this approach! 

Another route is to take a trip back to 
the office and ask for a little help from 
the good old big cheese, Armistead 
Shanks. He won't reveal too much, just 
suggest that you haven't finished in a 
certain area and then sit back in his 
chair, twiddling his thumbs. 

Unfortunately, if you don't look at a 
certain picture, open a cupboard or chat to 
someone for long enough, it can leave you 
stuck in the same spot, so thinking like a 
detective and scouring an entire location 
for clues and evidence is vital in order to 
enable you to move on through the game. 

Heart-thumping 

The suspense, excitement and twists and 
turns of the TV series are captured 


affect their future behaviour with you. 

Pen and paper 

Just like a real FBI agent, every now and 
again you \Anll be required to grab a pen 
and piece of paper to jot down notes. This 
could have been made into a very good 
feature of the game, but sadly here it just 
doesn't make any sense. For example, to 
enter your computer, you must seek and jot 
down its password. Of course, you wouldn't 
know it anyway would you? Possibly one of 
the most annoying features comes when 
using your mobile phone. Throughout the 
game, lots of contact numbers are thrown 
at you, some of them important to your 
progression through the game. So, would it 
have been that difficult to allow you to 
store these in your phone's directory, of 
which there are already several entries for 
colleagues and businesses? I think not. 

But, for some reason, you are unable to. 

Some items which you are issued with 
when you start the game prove more 
useful than others. Identification is 
required quite often when approaching 
citizens or cops who think you're a 


brilliantly in the game. Music plays a 
major part. A deep scary tune may not 
only indicate that a new piece of 
evidence is just around the corner, but 
in another part of the game may also 
warn you that an encounter awaits. 

FMV sequences can sometimes also 
quickly cut to the playing mode where 
quick reactions are required to escape 
from a deadly situation. They really are 
very good and I was terribly thankful 
for the Save Game option which proved 
very useful. When night-time comes, 
it's always a good move to skip out of 
the game for a second and save where 
you are. 


It really doesn't matter whether you're a 
fan of the show or not - if you're in 
search of an exciting adventure game, X- 
Files makes a brilliant buy. Admittedly, 
if the video footage wasn't directed and 
acted by the professional team who put 
together the TV series, it's doubtful that 
I would have appreciated it as much. 

But the way the whole game works - 
interactive areas which are sometimes 
animated, varying reactions brought on 
due the player's choice of sentence, 
thrilling and tense interactive sections 
and overall intense atmosphere - should 
definitely be noted by everyone, not 
just those who enjoy th^ show or fancy 
Gillian Anderson. And for those of you 
who don't miss an episode of the X-Files 
and own a PC - well, what are you 
waiting for? ■ 


As you can see, there are plenty of FBI bits and pieces to collect, including your trusty gun, personal digital assistant, lock-pick, torch and even night-vision goggles 
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All other trademarks are the property of their respectiv 







dedicated training and strict discipiine. 
concentration and perfect baiance. 
you wouid expect of a U.S. Navy fighter piiot. 

body is better equipped to withstand the pressures of G-Force. 


In training, every sinew in your body has been stretched to breaking-point, every move meticulously choreographed to ensure you 
are in the right place at the right time. Every joint in your body has been pounded hour after hour attempting a landing of perfect 
balance and precision. 

But nothing prepares you for the sheer, gut-wrenching, thrill of being ‘Cat-Shot’ skyward, throttle fully open, from the deck of an 
aircraft carrier, or the tension of coming into land in stormy weather, as with nerves of steel and Immaculate precision you hook up 
to the wire on deck. 

Built around the high-tech avionics, radar and stealth technologies of the newest tool in the 
U.S. naval aviation arsenal, gameplay features include: 

• The famous DEMON™ terrain engine, combining satellite imagery with Digital Elevation 
Models based on real-world data, create amazingly life-like, non-repeating terrain. 

• Fully dynamic campaign generation; the TALON™ Campaign System ensures every mission 
will be unique and unpredictable with unrivalled depth and realism. 

• Fully functional, point-and-click Active Cockpit with state-of-the-art avionics. 

• Fly as Mission Commander or opt for the more advanced Squadron Commander and make 
tactical planning decisions. 

• Single player, modem and network support - fly solo missions or declare war on your friends! 

The rehearsals are over. It’s time to perform. 




I6a FHigh Street, Bracknell, Berkshire RG12 1HE • www.imagicgames.co.uk 

IMagic Labs are trademarks and Interactive Magic is a registered trademark of Interactive Magic, Inc. 
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REview 


Eiter He Geeki 


3D platformers have yet to make their mark on the PC. Only the distinctly 
average Cm is currentiy avaiiabie. Can Gex steai his crown? Yon better beiieve it, 


big bey! 




Give a gecko a bone in the 
prehistoric levels 






It’s tail time 

Gex begins the game in the media 
dimension. This is in essence an 
interactive Level select screen which 
looks like a kind of floating temple 
in the sky. Dotted around the 
temple are various television sets, 
each one representing a different 
channel, and within each are a 
number of tasks to complete. At first 
only two sets are available, but 
as progress is made, more and 
more are there for the taking. 
Each set contains up to three 
tasks - after completing each 
Gex is rewarded with a red 
remote control. The more red 
remotes collected, the more TV 
sets are revealed. There are also 
two silver remotes in each TV. 
One is hidden and needs to be 


No matter what the danger, a gecko always faces up to it with a cheeky grin and a sarky comment 


f there's one thing that's for 
sure in videogames these 
days, it's that any half-successful title 
invariably gets the sequel treatment. 
Normally this involves a few knobs 
and tweaks, but generally not moving 
too far from the territory of the 
original. After all, people buying a 
sequel on the strength of its 
predecessor are first and foremost 
after more of the same, right? Well, 
maybe, but Gex 3D is a Little different. 
It is in fact the follow-up to a very 
mediocre side-scrolling PlayStation 
platformer which sold about as much 
as its originality warranted, i.e. not 
much. However, somebody obviously 
saw something in the character of Gex 
- a funky lizard with a cheeky glint in 
his eye - that deserved a better 
showcase. A bit like somebody leaving 
EastEnders for Hollywood! 

Since that dubious first adventure, 
Gex has done nothing but gawp at the 
TV. All is Lazy bliss for a couple of 
years, until a couple of Interpol 
agents turn up to inform our hero 
that his arch-enemy Rez is back on 
the scene and trying to take over the 
world's TV channels. Under any other 
circumstances Sexy Gexy would have 
told 'em to sod off, but without TV 
his retirement would become a 
terminal bore. He therefore accepts 
the challenge and steps once more 
unto the breach. 

Gone is the boring old 2D platform 
action of the original to be replaced 
by a Mario b4-style 3D viewpoint. It's 
still an all-action platformer, but the 


freedom of movement and exploration 
lift it to a new level. All the vital 
platform ingredients are there, such 
as loads of collectables, power- 
ups, moving platforms, hidden 
areas and everything else the 
self-respecting platform 
addict could ask for. 
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Everything a 3D 
platformer should be. 
and probably a lot 
more besides. 
Absolutely superb! 


Sutidtag the Uitimate 




With his sticky feet Bexy’s lizard-like qualities enable him to scale certain vertical walls and even traverse ceilings upside down. What a clever fella! 


01392 420100 


PUBLISHER 


IIITIMATI INF 


found, the other is awarded for 
collecting enough bonus items. When 
you have enough silver remotes a 
bonus TV will be revealed. Completing 
the bonus round earns Gex a gold 
remote, and four of these will open a 
secret level. 

Levels are based on everything 
from cartoons complete with Elmer 
Fudd-a-like hunters, to space levels 
(complete with light sabre) and 
haunted houses where Gex's head 
spins 360° Exorcist-style if you 
leave him alone for too long. 

All these and more are 
distinctive and superbly 
realised with a great eye for 
little details which keeps 
interest high. 

Gex appeal 

It's the simple yet effective level 
layouts and host of features that 
make Gex 3D so playable. Like 
Mario 64, the levels are quite 
compact, enabling the player 


it’s the simple yet effective level layouts and host 
of features that make Gex 3D so playable 


UBI SOFT 


to concentrate on the action in hand 
instead of getting confused and 
disorientated into spending most of 
the time wandering aimlessly in the 
wrong direction. 

What gives Gex 3D its individuality 
though is the humour - subtle and 
not-so-subtle. Players will enjoy 
spotting the TV and movie mickey- 
takes as well as Gex's intermittent 


comments. In the first game he was 
supposed to be another one of these 
'cool' characters who talked like 
Earthworm Jim. Thankfully this 
immensely annoying aspect has 
been ditched, with super¬ 
smooth Leslie Phillips 
camping it up to supply the 
voice of the Gecko. The idea 
might sound a bit odd, 

but it actually 


PCs aren't the natural habitat for 
this kind of game, but everything 
about Gex 3D screams quality. For 
those of you who dismiss platformers 
for being mindless, the 3D aspect 
turns such an argument on its head. 
It almost has the feel of an 
adventure, but the constant arcade 
action means there's never a dull 
moment. This is especially true on 
the space levels, where you have to 
keep collecting oxygen to stay alive 
while negotiating precarious asteroid 
platforms where one false move 
means instant death. 

The only other comparable game on 
the PC is Croc, but quite frankly the 
comparison is an insult to Gex. This a 
great-looking and incredibly playable 
arcade affair which even gives Mario 64 
a run for its money. You can't get much 
higher recommendation than that! Miles 


works really well, although some of 
the comments demand further 
explanation. "This place is bigger 
than Oliver Reed's bar tab" is clear 
enough, but where's he going with "I 
feel like I'm in Boy George's pants"? 
Hmm! Gex himself has a range of 
moves like the tongue flick (for 
catching energy-replenishing flies), 
spin attack, karate kick, tail spring 
and the ability to crawl bug-like up 
certain walls. 
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An eitte squad of trnops set out to domollsh some of the must heavily defended 
military outposts In the world. Sounds like huge fun already. 


HiL’iliVlillBHiNi 

If you are the type of 
person who likes to shoot 
your way in and out of 
trouble, then Commandos 
may not be the type of 
game for you. While the 
game relies heavily on its 
strategy content, the 
action is there but in 
small doses only. If, on 
the other hand, you're less 
of an action man, don't 
worry - because while it 
is played in real-time, the 
strategic of you will be 
able to avoid frantic 
confrontations entirely. 



he idea of having lots of men 
running around with big guns 
killing as many baddies as possible is 
hardly an original idea. In fact, it has 
been explored in multiple genres. After 
all, it is the basic idea for what is 
probably the best game ever made: Quake 
II. But in all the excitement in the office 
multiplayer games, we rarely take the 
time to think about a strategy. 
Commandos takes this basic idea from 
Quake and mixes it with a very complex 
strategy element, whilst also adding 
plenty of realism. The result is an 
engrossing, highly enjoyable game of 
tactical strategy. It's just a shame that 
it's so hard - it would almost be easier to 
actually storm the area yourself, armed 
with a tea spoon and a rubber duck! 





Only kidding 

It is late 1940, and the Germans are 
concentrating their forces in northern 
France, preparing for their imminent 
invasion of Great Britain. With the 
situation looking bleak. Lieutenant 
Colonel Dudley Clark puts together a 
unique special unit consisting of the 
most intensively trained men, skilled in 
the usage of all kinds of weapons and 
equipment. Guess what? You are the 
lucky individual assigned to guide them 
through their series of highly dangerous 
missions, burdened with the 
responsibility of having the outcome of 
the war resting in your hands. 

So, you have a team of six of the best 
men England has to offer at your disposal 
throughout each mission, though there are 
very few missions that actually allow you 
to control them all at once. You will usually 
start each mission with only two or three 
team members, but because each team 
member has his own specialty and carries 
his own different set of equipment, 
the members that you start with will 
always have a specific part 
to play in that level. 
This causes some 

because if 
one team member 
happens to kick 
the bucket before 
he has played his 
part, then you have 
no choice but to 
abort the mission 




and try again. This could be considered as 
either an annoying feature or one that 
helps to provide an enhanced element of 
strategy and caution. Personally I found 
that it mostly bordered on both, working 
both for and against the game. It would 
certainly go down as a plus point if the 
game was not so difficult. 

Hard as nails 

Commandos' emphasis is very much on 
being as stealthy as possible. This means 



carefully choosing between weapons, using 
quieter tools of death (such as knifes) 
wherever possible, picking up and carrying 
the bodies away so as to not raise any 
alarms, and far more subtle things such as 
making sure not to leave footprints in the 
snow. Each enemy soldier has his own field 
of view which you can check at any point 
to make sure that you will not go 
wandering off aimlessly and set off the 
alarm. Perhaps the best feature is that you 
can split up your view screen into six 
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Rt view 



different screens, so you can keep an eye 
not only on all of your men, but of alert 
enemy guards and key areas in the mission, 
The game, at least as far as health levels 


snow and scuba diving, to cutting through 
wire fences and driving various vehicles. 

Plenty of time to kill? 

With 24 missions available, I can 
guarantee that most of you won't have 
finished this after several months. In 
fact. I'd be surprised if you had even got 
off the first couple of missions. Yes, this 
is most definitely a 'mission a month' 
game. But as frustrating as it is to 
constantly have to restart over and over 
again, you never lose your patience so 
much that you want to turn it off, 
because with each fresh start comes a 
fresh tactic, which (more times than not) 
will manage to get you just that little bit 
further. Each mission is totally chock-a- 
block with brain-taxing situations, which 
makes for some excellent gameplay. 

While it does have a separate and 
different multiplayer option, the single 
player mode can often draw crowds of 
back seat players, where each of you puts 
your own plans into effect - simply 
getting past the first obstacle can take 
days - so while the actual maps 
themselves are of a standard size, the fact 
that progress can take such a long time 
means that the actual game time is huge. 

A bullet in the head 

Despite all its many great features, there 
are sadly too many negatives to place 
Commandos in the 90+ league. For 
instance, each of the enemy soldiers seems 
to be able to shoot a far greater distance 


Only a fool would send in one of his best men 
to try taking out a three man patrol face to face 


go, is amongst the most realistic around - 
only a fool would send in one of his best 
men to try taking out a three man patrol 
face to face. Patrols such as these must be 
dealt with strategically by cutting down 
the size of the patrol one by one, using 
your sniper, grenades, or by luring them 
into things such a man traps. It's also best 
if you can take out the enemy quickly, 
because a shout of'alarm' can bring all of 
the surrounding guards rushing to that 
point. The members of your team are 
pretty versatile, and between them there 
are literally hundreds of different moves 
and weapons available. These include 
everything from burying yourself under the 



You can blow up the buildings, steal the vehicles 


than you. Though you do have a sniper in 
your squad, he can only fire a very limited 
number of shots - it all means that the 
game can at times seem hugely unfair. 



and still get away with it. It almost makes war fun 



The control system is also a little on the 
awkward and unresponsive side. You 
basically have a 'use' or 'do' button, and 
a cancel button, which often means that 
when you start getting shot at, your 
marine is forced to hesitate before 
running for cover as you desperately click 
around the map until you realise that 
you've got your pliers selected. It may 
have been better keeping the left mouse 
button free for movement and the right 
button for using items in your inventory. 
Still, if you get into this situation you 
probably wouldn't have much of a chance 
of getting out of it anyway. 

The face of war 

Graphically Commandos is very good. 

Every map is pretty detailed, with 
replicas of the buildings and vehicles of 
the time, while each map looks extremely 
fresh and very different to the previous 
one. The buildings and scenery are 
particularly impressive, while the flowing 
water effects are also very good. Sadly 
the isometric viewpoint does sometimes 
mean that your view is blocked by some 
of the buildings, though it only becomes 
annoying when it is blocking the view of 
an enemy patrol. 

The sound is a different matter 
altogether. The spot effects are great, 
but your marines' accents become 
laughable after a very short period of 
time, often sounding more like farmers 
than the hard-core military men you 
might expect. 

Ultimately Commandos is a game 
that I found very hard to put down. 

The combination of brain-taxing 
strategy with the fun of watching a 
well-placed time bomb take out seven 
or eight baddies works a treat, but 
many of you who don't have the 
determination or persistence to try out 
different tactics won't get the most out 
of the game. If you're one of these 
people who'll probably throw it away 
when realise you can't get past the 
first mission, then take a look at Army 
Men. Otherwise, you can be sure that 
you're getting value for money, even if 
it does come at a hefty £45. Will 




AUGUST 1998 | ISSUE TWELVE | ULTIMATE PC 




































__ universe hits the PC, with u game featuriig human-eentroited Meehs that hattie 

to destray the Smoke Jaguar Gian an the pianet Port Arthur. Who made up the names? 






Sobs tf tlw Hedi IBbks 
cooler ttariBhers. 'tbt 
Ofss tfiat Icnk 
humanoid run abom a 
paAsyish; wi tlsre fs-one 
with a cannon by his 
head, vidikh saatns a ^ 
batanEe-wne. 'tte 
heavier an 

pret t y co ol though - nice 
and ihunky, with 
of room ttr deadly 
wea^mns; and th^ do 
run surp H awg ly 
qukfc, even with the 
extra weight. They 
can am twist at the ^ 

wa^^whlch means i 

ttakt once you have ^ 

tageted an 

opponent, all you | 

have to doH s 

move them about " 

to keep them In ‘ 

range and l^ve ^ 

them to get on ! K 
with firing. * 


ULTIMATE PCIissuetweI 


HOTPROPERTYL 


MUST SEEIl 


had to do things as well as you could at 
all times, saving as many of your Mechs 
as possible to reduce heavy repair and 
refitting costs at the start of the next 
mission. Some missions proved easier to 
work out than others, especially once 
you have worked out the basics of short, 
medium and long range combat. 

Each Mech has a specific limit of 
weapons it can carry. Before each 
mission you can set them up with either 


. Time has to he spent setting up your vehicles beforehand 


Urban areas are the best for strategic 
set-ups - usually its mayhem 


^ With this game ynu can’t just jump into the action 


fun by these small inclusions. The 
terrain is also important for tactics; if 
you can manage to get up to high 
ground you will have much more control 
over your enemy. Line of sight is also 
a consideration in the game, and so 
far I haven't found it frustrating. 

ai was it like te play? 

As I worked through the missions, it 
soon became clear that you 


ere we have a game of true 
resource management and 
tactics. Something you can really get 
your teeth and brain into without having 
to read the manual for too long 
beforehand. Mech Commander, as the title 
suggests, is all about commanding Mechs 
through about 30 missions. This was a bit 
hard to get used to. Normally I have 
three more waiting and ten more being 
built when one keels over. The variety in 
gameplay comes from having to decide 
which Mechs to take on each mission, 
and what to arm them with, etc. Even 
though the missions are linear, variety 
also comes from the number of sub¬ 
missions and also the way that you bring 
the same warriors and Mechs through 
each mission as they gain experience. 
Also, players can benefit from using their 
enemy to their own advantage by taking 
control of their buildings to salvage 
weapons or armour, or even the enemy 
Mechs themselves, as long as you don't 
totally blow them away. 

So now you know the main 
emphasis of the game. Drag your units 
(three Mechs to begin with) across a 
detailed and interactive terrain trying 
to find buildings or places of other 
strategic importance. As your units 
move around the map (two speed 
settings make things quicker where 
necessary) they knock down fences and 
trees - if they are heavy enough they 
leave tracks in the turf. Forests can be 
burnt down and smaller buildings can be 
walked through. The game is made 

much more 















































a variety of ranged weapons or just 
concentrate on one, depending on what 
you decide for your other Mechs. The 
sensors on each Mech are important - 
more so for those with long range 
weapons - so I found it best to mostly 
use more medium range weapons until 
you get superior sensors. These things 
may seem quite trivial, but in this game 
you don't have the advantage of 
quantity. You cannot just build another 
Mech when you kill one off in a stupid 
manoeuvre or mindless attack. 
Everything has to be planned out 


You can really get your teeth anil brain into it without 
having to read the manual for too long beforehand 


beforehand. What seemed to happen 
was that as you play through each 
mission a few times, you get to know 
where the enemies come from, how 
quick, powerful and deadly they are, and 
then the next time you play you can 
choose a route to avoid them or buy 
better Mechs to defeat them. For 


units (if you can get them to stay in 
the same place for long enough), and 
blowing up bridges becomes an 
important manoeuvre too. I really liked 
the way, as in the Mechwarnor games, 
you can set up your troops just as you 
want, giving you much more scope and 
control, and thus rewarding you when you 
get things right. The way you earn cash 
for completing a mission successfully 
means that you soon have enough money 
to get up to about eight Mechs split into 
three groups, plus some juicy weapons 
and vehicles for support. A right little 
army. One of best things about the game 
must be the easy user interface; the T 
keys are used to group the Mechs 
together, and you get all the info, the 
map and all the other data you need in 
the top left of the screen. 


Multiplayer support provides longevity but 
lacks the Al computer for Skirmish 


example, just changing from using a lot 
of long range weapons to predominantly 
medium range meant that you could get 
within the range of most of the enemy 
and destroy them without giving them a 
chance to do any damage. 


Added extras 

If you've been thinking that just pushing 
Mechs around all the time may become a 
bit boring after a while, I can assure it 
doesn't. The sheer variety of Mechs keeps 
the interest up, and then you have the 
other vehicles too. Mine layers and 
clearers become 
important for nearly 
all the missions 
after number five. Other 
vehicles include the 
Swiftwind scout car, the Pegasus 
light scout tank, and there is a refit truck 
as well that can give support where 
needed. The only limitation is the lack of 
loads of commands for each Mech. There is 
no patrol function, only guard and no 
restraining options like 'Only fire when 
fired upon'. This leaves a lot more for you 
to do, but with the reduced number of 
units to have to bother with, you do have 
more time on your hands, so... 


Good ideas 

As a real-time strategy the game offers 
many new ideas, or at least new ways of 
using older ideas to good effect. Air 
strikes are great for destroying larger 


Mech Commander only suffers from 
crappy-looking water effects and skinny 25 
ton Mechs that look a bit pants, other than 
that there's very little to grumble about. 

The game gets slightly repetitive in later 
stages, and more and more time is spent on 
setting up the Mech rather than fighting. 
But other than that... great terrain, great 
explosions, great Mechs (the heavy ones) 
and great missions makes for a solid game. 
It will be a close battle between this and 
Commandos, but I think Commandos looks 
slightly better - it's far cooler, mainly 
because it's based on World 
War II. David 
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Mech Commander is a 
quality game, both in the 
way it looks and plays. 
Worth staying in out of 
the sun for! 
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MIcroProse have released the faurih Instalment of the snceessfnl X-Cm series, 
sn now you get to take on the alien sancers head to head. 


K-CDM 

HISIIIRV 


I have long been a fan of 
the X-Com games. I still 
have the classic UFO: Enemy 
Unknown on my Amiga 
1200 at home, and I play it 
regularly. Its perfectly 
balanced combination of 



he Latest game in one of the 
most popular series ever, X-Com: 
Interceptor represents a break from 
tradition in a number of fundamental ways. 
First off, it breaks the series' established 
timeline by falling between Terror from the 
Deep and Apocalypse, being set in deep 
space 17 years before one and 17 years 
after the other. Secondly, Interceptor 
dispenses with the popular isometric 3D 
squad combat engine in favour of a space 
flight and combat simulator which places 



you in the pilot seat of one of the X-Com 
fighter craft, from where you can fly 
missions to defend friendly installations 
from familiar alien villains such as the 
Sectoids and the Mutons. 

The third major difference is that you 
do not get involved with the research into 
captured alien technology. Instead, the 
research is done on Earth, and you simply 
download the results over a sort of 
hyperspace modem. Similarly, production 
of new equipment is handled by nearby 
industrial installations and shipped to you 
by space freighter. These installations and 
freighters are subject to attack by the 
aliens, who are also after the Elerium. 
Some of your missions will be to defend 
your own supply routes. 

Defender 





resource-management 
strategy and turn-based 
squad combat has never 
been surpassed. The second 
game in the series. Terror 
from the Deep, was a 
recapitulation of the first 
game, with a few tweaks to 
the combat system and 
more animation, while X- 
Com: Apocalypse took the 
squad combat system and 
set It in the huge real-time 
cityscape of Mega Primus. 
All three games shared a 
look and a style which 
made them instantly 
recognisable, and the 
isometric 3D combat 
system has been adapted 
to serve in other games, 
most notably Guardians: 
Agents of Justice. 


The graphics in the main part nf the game are bright and cnlnurful, but the engine dues Innk a little bit dated. As space flight simulatnrs gn, it really dnesn’t cnmpete with Conflict: Freespace 


Base building has always been a big part of 
the X-Com games, and Interceptor \s no 
exception. However the point at which it 
differs from the previous games is the 
exact same point at which I start having 
reservations about the game. In both 
Enemy Unknown and Terror form the Deep, 
part of your mission was to build and equip 
bases at strategic locations around the 
globe, building a network of detection and 


defence with which to protect the Earth. 
The bases were functioning systems, with 
research labs, production facilities and 
Living quarters for the scientists, engineers 
and soldiers who made up your force. If the 
aliens succeeded in infiltrating your base, 
you would get to fight them off in a 3D 
representation of what you had built, and 
it all worked extremely well. 
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Assault and battery 

X-Com: Interceptor has Lost this aspect 
altogether. Sure, you still get to build 
bases, which can detect the enemy and 
defend themselves, but the sense of 



almost indistinguishable object stuck on 
the side of the base. There is virtually no 
detail, and the overall shape of the base 
does not change. There is no capacity to 
explore the inside of your bases, and if an 


Base building has always been a big part nf the 
X-Cnm games, and intereeptnr is nn exception 


involvement has gone. All you get is a 
screen with a 3D model of your base which 
you can turn this way and that, and zoom 
in and out to a limited extent. If you add 
a new module, such as a medical bay or an 
extra missile battery, it appears as a small. 



attack against a base is successful, it is 
simply damaged or destroyed. 


The means of production 

Since you no Longer control the research 
or production, there are no scientists or 



The base-building sectinn is nut as invulving as in previous X-Com games. This view is all you get 



engineers on your base to be allocated 
tasks. If you need supplies, you simply 
order the new equipment and pay for it, 
then wait for it to be delivered. The 
only control you have over the research 
is deciding what piece of knowledge you 
are going to download next. You can 
download faster by adding up to two 
extra 'modems' My feeling is that by 
omitting such vital elements, the game 
has lost a lot of the involving gamepLay 
which made the original X-Com games 
so popular. It has become a bit of a 
shopping simulator. Okay, so you get to 
fly around in a spaceship, but that 
alone is not enough to sustain interest. 

Flyiog circus 

The actual space combat simulator is 
simply not strong enough to support the 
game on its own. When compared to other 
recent space fighter games such as 
Conflict: Freespace, it really does look 
pretty weak. The graphics are nothing 
special, even with 3D acceleration, and the 
number of targeting and weapons options 
have been simplified way too far. The 
aliens are too fast and too hard to hit, and 
simply zoom about at full speed making 
little effort to dogfight. Strangely, your 
wingmen seem to have no problem hitting 
them, so most of the missions tend to 
consist of you flying about for a minute 
and a half, desperately trying to hit 
something while your wingmen shoot 
down all the aliens, then going home. 

The weather 

I don't want to give the impression that 
X-Com: Interceptor \s total rubbish. It 
does have a style of its own, with all the 
interface screens being designed in a sort 
of 1930s Flash Gordon fashion, which is 
quite appealing. It also has an eight- 
player multiplayer mode which allows 
head to head or team play. However, the 
result of this experiment is a game which 
tries to do two things at once and ends 
up doing both of them pretty poorly. I 
hope that this is not the last X-Com 
game, because it is by far the weakest of 
the series so far, and it would be a 
shame to end on such a bum note. Clfff 
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Years ago, before his legendary contribution to the driving genre, 

Geoff ‘Formula One ErantIPrix' Crammond’s mind was a strange place indeed. 


UlTIMATE INEO 


PSYGNOSIS 


NO NAME GAMES 


£34.99 


JULY 


www.psygnosis.co.uk 


1-8 


16MB 


P133 


SVGA 


SB+100% 


MOUSE/KEYBOARD 


A brave idea which makes 
for a highly addictive 
puzzler. However, 
the downbeat atmosphere 
is a bit depressing 
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he originaL Sentinel first 
appeared on the Spectrum and 
represented one of the simplest, yet 
most bizarre concepts of any game 
before or since. Psygnosis obviously 
feel there should be more weirdness in 
the world, and to this end comes an 
update of the 8-bit classic. Geoff 
Crammond is nowhere to be seen 
however, the conversion having been 
undertaken by No Name Games and self- 
confessed Sentinel addict, John Cook. 

It's a classic case of a game which 
sounds incomprehensible when 
someone tries to explain it, but it's 
actually dead easy to play. The 
situation is this: Each level 
takes place in rectangular 
landscape divided up 
into squares. The levels 
are contoured with the 
player starting at the 
lowest point of the map. 

At the highest point is the 
Sentinel, and here's where it starts 
to get tricky. Rather than being a 
tangible entity, the player is more 
like an energy field or presence. The 
idea is to reach the high ground and 
absorb the Sentinel, and this is done 
by creating blocks stacked on top of 
one another then projecting a clone 
image of yourself on top of them. 




You can then 
transfer your 
presence to the new 
position and so on, until you 
reach the Sentinel's level and the 
stage is complete. Excuse me while 
I go into total brain meltdown... 


To be honest, I haven't got a clue 
how to put the concept into words. 
Without seeing it, any further 



Don’t try to understand it. The only way to decide if you like it is to play it, and play it... 


explanation is just going to leave 
you even more confused than you 
probably already are. Instead I'll cut 
straight to the chase - is it any 
good? For anyone familiar with the 
original, it's not so much a sequel as 
a homage. Okay, so the graphics have 
been BDFXed up (it runs software-only 
as well) but the gameplay is 
essentially the same. Puzzle games 
always have an addiction factor all of 
their own, and this is no exception - 
even more so because of the strange 
ambience and moody John 
Carpenter score. On the down 
side, it can get a tad repetitive, 
but with something like four 
million levels, there's a never- 
ending challenge and the 
bonus of a multiplayer 
option in which opponents 
race to reach the Sentinel first. 
Sentinel Returns won't be to 
everyone's tastes, but if you're 
intrigued, give it a rap. Miles 
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Empire play off a sticky wicket with their latest release, the cricket 
management sim, International Cricket Captain. 



lU 

■ ricket may not be everyone's idea 
of entertainment but if you'd 
rather be at Lords than at Wembley, then 
Empire's cricket management sim could be 
the perfect antidote to this year's invasion 
of our TV screens by World Cup football. 

International Cricket Captain is a 
management sim that allows you to take 
control of any of the major county 
cricket teams or the England national 
team and lead them on and off the pitch 
through a full cricket season. If this 
sounds a tad dull, then that's exactly 
how you'll find the game. Make no 
mistake, this a game purely for fans of 
the sport. There's no playing involved, 
just lots of decision making as you try to 
win one of the four titles up for grabs 
each cricket season. If you're a fan of 
cricket, then you're going to love this 
game. With the authority on cricket, 
Wisden, behind it, it boasts all the real 
teams, players, stats and club histories. 
This makes it much more than a game - 
it's an encyclopedia of cricketing 
information that fans will no doubt 
thoroughly enjoy exploring. 


ICC is split into two main parts: club 
and match management. Club management 
is a little basic and simply involves setting 
training for your squad and picking the 
team for each match. Match management 
is more involving and allows you to play an 
active role in the outcome of each match 
through the setting of fielding positions, 
bowler selection and setting batting and 
bowling aggression. Each match, which is 
played over-by-over, is fully animated and 
it's possible to watch as much, or as little 
of the game as you like. Whether you 
choose to watch every single ball or just 
the fall of wickets, the animated highlights 
are entertaining to watch and look better 



than could be expected for a game of this 
kind. With commentary from Jonathan 
Agnew complimenting the on-field action, 
ICC isn't lacking in atmosphere, although 
it's not a game that's likely to have you on 
the edge of your seat. ■ 


«! WISE 



and secoiccUlie official 
A I HWHI Ilf W bden for Mema tsmal Crkket 
CafitA. Wisden worked with the game's 
developers in compiling the player and 
tesB atats and dub histories. Wie rtaiilC of 
Hm cotlaboTation <s reaH rt{ ih iy~afnin i te 
st ats cove f wg the whole career!? of p t ayo rs 
and^foU histmrof each county team. 
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IHIS IS 2144, fHIS IS DOMINION STORM OVER GIFT 3... TNE RAGE RIOT NAS REGON. 


WITH 30 FRAMES A SECOND IN ALL 4 RESOLUTIONS, DOMINION IS REAL TIME’ FOR ULTRA OUlCK PLAY. REHER GRAPHICS, 
SMARTER Al, FASTER SPEED, EASIER INTERFACE.. THE ULTIMATE CHALLENGE. EVERYTHING ELSE IN THE CATEGORY HAS SEEN 
TOTALLY ANNIHILATED. 








REview 


* 

Tke packaging claims ‘In this wnrld, things dnn’t necessarily wark the way they’re suppnsed ts.’ 

The same coild he said ter the game. 
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MATE INFO 

PUBLISHER 

SEGA SOFT 

DEVELOPER 

ROCKET SCIENCE 

PRICE 

£39.99 

RELEASE 

OUT NOW 

WEB SHE 

WWW.SEGASOFT.COM 

PLAYERS 

ONE 

MEMORY 

16MB 

PROCESSOR 

P90 

GRAPHICS 

16 BIT VIDEO 

SOUND 

SB16 (AWE.32 RECOMMENDED) 

CONTROLS 

KEYS AND MOUSE 

Too obscure and too 
repetitive to keep you 
interested. The gameplay 
is way too slow and the 
game has a lot of 
programming flaws 
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Nice looking lighting effects. It’s 
a shame that you’ll he too busy 
solving puzzles to enjoy them 


patience, free time, and a very high IQ, 
you may find the game enjoyable. 

The game did not run very smoothly. 
I also had some problems getting the 
sound to work. I tried to find a subtitle 
mode, so that I could read what the 


characters were saying, but there wasn't 
one. This made the game impossible to 
play. The most annoying thing with the 
game was that you had to click 
through 42 screens of credits 
before you could exit, which 
took a long time and became 
extremely tedious. 

To sum it up, if you want a 
decent point & click adventure, 
get Journeyman Project 3 or Riven. 

Nick Cloke 


As ynu can see, in the wnrld nf Ohsidian there are loads nf weird things. The strange pillars and fire hydrants make a Int nf appearances 


he year is 2066. You take on 
the role of Lilah, who, with 
her partner. Max, has pioneered a 
project to repair the ozone layer. Max 
has gone missing, and in searching 
for him you enter Obsidian. You 
journey through this world solving 
puzzles and learning more about it. 
Who knows - after a lot of time you 
may even find Max. 

The graphics are not too bad. 
Sometimes you can easily see the point 
where two photos have been 
connected. The game also had some 
problems displaying the graphics 
correctly. The sound effects are quite 
good, and they fit well into the game. 
The background music is generally 
quite slow and repetitive, which 
reminds me of the gameplay. This said, 
however, the music sounds alright. 

The gameplay is not that good, as 
the puzzles are often too obscure and 
you end up getting frustrated with the 
game. I imagine that if you had a lot of 
















































No, before you tbink it, it’s got oothiog to do witb the woii estabiisbed Hem series. 
Not has this oew RPG/Adveoture gaioe got what it takes to stand op to might of FFtin 
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■ an your merry band of 

adventurers overcome the 
power of the evil lord Garkham and 
his minions? Will the brave hero Mac 
Bride ever get revenge for the killing 
of his friends? Will you rescue your 
captured companions from the dark 
dungeons? Will you even consider 
buying this game with Final Fantasy 
VII reviewed this month? Read on and 
all will be revealed. 

During the game your group of an 
adventurer, an archer, a warrior and a 
magician journey through many lands 
to try and reach Garkham's castle, kill 
him and rescue your friends. This game 
is obviously an RPG, but rather than 
relying on a lot of numbers, dice 
throwing and luck, this game uses an 
original real-time engine. The interface 
is very simple, with single mouse 
clicks used to do things like pick up 
items, attack enemies and talk to 
people, much like the interfaces used 
in real-time strategy games. 

The graphics are not exactly 
outstanding, though they do serve 
their purpose and you are able to 
rotate them by 360° to see all the 
action. The music is quite good as 
these types of games go, and it suits 
the medieval setting of the game. The 
sound effects are not very good and 



A lot of things happen on-screen at the same time 



each character only has a few phrases, 
which are repeated constantly and 
become extremely annoying. 


Despite the problems with graphics 
and sound, the game is exceedingly 
good fun to play. There's nothing better 
than sending your warrior in to the heat 



- it’s a good joh you’ve got 3B0 degrees rotation 



of a battle with his axe, decapitating 
any demons unfortunate enough to get 
in his way. The game's multiplayer 


options also have a lot of potential, 
with you and up to three other friends 
all working together to collectively beat 
the bad guys to a pulp, either directly 
modem to modem, via a server or with a 
serial link or LAN. Another good point 
with the game is that as the technical 
requirements aren't too high, people 
with slightly older machines should still 
be able to join in the fun. 

Hexplore is a good, solid game that 
offers a high level of playability and an 
interesting scenario that should keep 
you amused for ages. It's rather 
unfortunate that it was released so 
close to Final Fantasy VII, but it still 
deserves to do well. Nick Cloke 


This game uses an original real-time engine 



Your band has escaped demons, 
but can they make the jump? 
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MATE INFO 

PUBUSHER 

RTSOFT 

DEVELOPER 

IRIDON 

PRICE 

£24.99 

Rft€A« 

OUT NOW 

WEB SITE 

iridon.com 

PUYEIS 

ONE 

MEHeRV 

16MB 

PROCESSOIt 

PlOO 

GRAPHICS 

DIRECTX COMP. 


DIRECTX COMP. 

CONTROLS 

PAD & STICK 


A very poor offering when 
compared to its peers. 
Shoddy graphics, lousy 
gameplay and a pervasive 
atmosphere of cheapness. 
Not recommended at all 


V E B P i C T 

25 


OUT OF 100 


Bmiding the UitimoTe PC 
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01392 420100 



When your fantasy adventure hero is a pig farmer whose major enemies are 
ducks and giant woodiice, you just know you’ve got a prohlem. 



n the introduction to the 
manual for their new game Dink 
Smallwood, developers Iridon Interactive 
and RTsoft proudly boast that the game 
was the product of "over one year of 
design and development" Well, I'm sorry 
guys, I know you've worked hard and all, 
but maybe if you'd spent two years in 
development like most other companies 
you could have made a game with at least 
a chance of competing in today's PC 
games market When you have games like 
Diablo II and Swords and Sorcery coming 
out soon. I'm afraid nobody is going to 
bother with something as crude and 
featureless as Dink Smallwood. 

What we have here is a very basic 
fantasy RPG in which you steer the 
eponymous hero around an isometric 3D- 
ish world populated by ducks, giant 
woodiice, wizards and guards. You pick up 
items to put in your inventory, take lessons 
in spell casting from your local sorcerer, 
and go off on an adventure. The gameplay 
consists not so much of solving puzzles as 
just talking to people in the right order. 

Down on the farm 

If this game had come out eight years ago 
on the Amiga it might have been a hit. As 
it stands it really can't expect to do much 
business in today's world. It just has too 
many flaws, and not enough good points. 
The laconic sixteen page manual includes a 
brief list of keyboard commands, but 
recommends using a gamepad. The reason 
for this recommendation soon becomes 
obvious; most of the keyboard commands 
don't actually work. One word of warning: 
if you have bought this game don't go 
pressing any of the function keys on your 
keyboard. One or two of them activate 
debug modes which it is impossible to 
escape from without a reboot, and one 
makes the screen irreversibly darker. 
Problems like this really should have been 
sorted out before release. A lack of up-to- 
date features is one thing, but the 
presence of game-crashing bugs is a far 
more serious problem. 

Creature feature 

Once you have connected a six-button 
pad, you can at least access the game's 
few 'features'. You have (once you have 
found it) a map, an inventory and (once 
you have found some) a list of spells. You 
can talk to people, hit things, and move 


about, which gives you about as much 
versatility as a SNES-based platform game. 
The animated graphics are execrable, with 
the other characters and monsters just 
running about in diagonal lines until they 
bump into you. AI? Who needs it? 


The background terrain does not 
scroll, but instead jumps from one screen 
to the next in a particularly annoying 
fashion, often leaving you to watch your 
hero's feet moving about at the top of 
the screen. The action occurring in any 
screen as you enter it appears to be 
randomly determined. If you don't like 
what you see, just walk off screen then 
back again, and it will have changed. 

Git... 

There are other problems with the 
graphics. For example, collision detection 
between characters is almost non-existent. 
At one point Dink remarks with surprise on 
how he can walk through the body of a 
wizard he has just met, despite the fact 
that he can apparently walk almost 
straight through anyone he meets. The 
control of movement is equally frustrating. 
The smallest obstacle is sufficient to stop 
the supposedly heroic Dink in his tracks, 
and rather than move around objects such 
as trees, rocks and buildings, he tries to 
push them out of the way. Some of the 
objects can be pushed, but even this looks 


as lame as the rest of it. Conversation with 
other characters is done by crude, slow on¬ 
screen captions, which come complete 
with spelling mistakes. The tone of these 
captions makes it apparent that Dink, far 
from being the kind of hero you might 


wish to be, is instead a dimwitted 
loudmouthed git. The advertised 'sarcastic 
humouri seems to consist mostly of 
decapitating a few ducks. Ha ha. 

Its Dinks 

Another oversight is the DinkEdit level 
editor mentioned on the back of the box. I 
have looked all over the disk, but I can find 
no trace of it. If it is being released later as 
a patch, this makes the game even worse 
value for money than I had previously 
thought. Supposedly there will be a mission 
pack called Mystery Island available to 
download soon, but if it is as pants as this 
title then I wouldn't bother if I were you. 

The overwhelming impression one 
gains from playing Dink Smallwood is 
that it was rushed out to meet an 
unrealistic production deadline, and was 
never really finished. If this is the case I 
suggest they learn a lesson, and try 
harder next time. I cannot recommend 
this game for anyone; even if it were a 
£10 budget game, there are better things 
on the market. For 25 quid even the 
developer's mum should think twice. Cliff 


The impressiDD yDU oBt frDDi DiDk SDiaiiwDDd 

is it was rDShed Dut ta meet a deadliee 
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Fields If fire: 

War Aim the Mohawk 

Empirt Interactive have an nriginal new angle nn the real-time strategy game, 
which takes ns to the last years at European colonial rule In Nnrth America. 



cninHYwaos 


The year is 1757, the place is 
the Mohawk River, in what is 
now the eastern American- 
Canadian border, the 
woodlands of northern New 
York State. This period of 
history is a turbulent one, 
with the Seven Years War 
raging between Britain and 
France. The struggle between 
the world's two major colonial 
powers has spread from the 
battlefields of Europe to the 
unexplored wilderness of the 



0 describe it in very simple 
I terms, fields of Fire: War Along 
the Mohawk is a top-down view real-time 
strategy game, but with elements of role- 
playing adventure added into the mix. 

The game is set in the year 1757, during 
the Seven Years War between the colonial 
powers of Britain and France. You play as 
either the British or the French forces, 
but either way the gameplay is the same. 
You must pick one main character to play 
from an extensive list of soldiers, 
rangers, civilians and natives, both men 
and women. This character will have 
certain attributes and skills, and the 
ability to learn a number of new skills as 
the game progresses. As you play, you 
will meet other characters, some of 
whom will become allies and join your 
team, others may be enemies or traitors. 
There are over forty different characters 
in the game, all of whom can interact, 
teaming up for missions and teaching 
each other new skills. 

About turn 



North American colonies, in a 
fight to control the New 
World. Within 20 years, 
America will be an 
independent nation fully 
capable of starting its own 
wars, but for now, the two 
superpowers are finding that 
the tactics which have served 
them well on the battlefields 
of Europe are almost useless 
in the wild country they are 
fighting for. To help them in 
their unfamiliar surroundings, 
both sides have sought the 
help of the native Americans. 
The powerful Iroquois League 
will eventually turn the tide 
of the war in favour of the 
British, but it will be 
along and bitter 
struggle. Anyway, 
enough with the 
history lesson 

already, let's ^ 

get on with the V 
game review, eh? ^ 
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The game is entirely mission-based. 

There is no base-building to be done, 
and the only resource management is 
the hunting of wild animals for skins. 

The missions your character will be sent 
on are widely varied in their goals, 
ranging from taking out a couple of 
sentries on a hilltop, to rescuing the 
General's daughter from the enemy 
camp. Missions are usually carried out by 
your main character and three or four 

volunteers, although some 
are solo missions, while 
others involve 
commanding a 


There are over 



number of troops. Despite the fact that 
there is relatively little mass combat in 
the game, it has a very good formation 
manager. There are half a dozen pre-set 
formations which you can order your 
troops to assume on the battlefield, or 
you can arrange the formation yourself. 


then lock it into memory for later use. 
The only problem with this system is 
that the control panel for it is far too 
small, making it very difficult to see 
what facing you have chosen until it is 
too late. This can prove to be very 
annoying in some circumstances. 




40 characters in F/eftfs of Fire. Choose your team from the British, French, Civilians or Native Americans 


Waf 
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MATE INFO 

PUBLISHER 

EMPIRE INTERACTIVE 

DEVELOPER 

EDCOM 

PRICE 

£34.99 

RELEASE 

OUT NOW 

WEB SITE 

www.empire.co.uk 

PLAYERS 

1-4 

MEMORY 

16MB 

PROCESSOR 

P90 

GRAPHICS 

VGA 

SOUND 

SB16 

CONTROLS 

KEYS, MOUSE 


An absorbing and 
uncomplicated game 
with a lot of clever and 
original features, 
but unfortunately 
rather poor graphics 


BIr 


II- 
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The birds and the bees 

I mentioned that there is Little in the 
way of resource management, but that is 
because of the nature of the resources. 
Fietds of Fire has a full real-time ecology 
running alongside the gameplay. The 
wildlife you will meet along the way 
includes bears, raccoons, wolves, deer, 
eagles, and of course, beaver. You can 
hunt some of the animals for their skins, 
which you can then sell at the fort 
trading post for money to buy new 
equipment, or upgrade weapons you 


many wolves to roam free, they will 
reduce the number of deer available for 
you to hunt. However, the Indians have 
mystical powers to control or take the 
form of certain animals, including the 
wolf, so if you wipe out all the wolves 
then your native American characters 
will not be able to use this ability. 

Buttons and windows 

The control interface takes a bit of 
getting used to. At first I was annoyed 
that the designers hadn't thought to 
include a 'Quit game' button, but then I 
found that you have to pause the game 
before doing anything like that, and 
suddenly it all made sense. The display 
can be configured in a number of 
different ways, and is laid out using a 
Windows-like system of dragable and re¬ 
sizable boxes. One useful feature is a 
command button which allows you to 
order your troops to hold their position, 
retreat, head for the exit marker, or any 
one of a List of other commands. 

Naturally, there is support in the 
game for a multiplayer mode, where you 


whether there will be a store or not. 

Aiming iow 

Fields of Fire: War Along the Mohawk is a 
well balanced game, with a lot of 
excellent features to commend it, but it 
has to be said that the graphics are a 
bit on the primitive side. Looking Like a 
cross between Warcraft and Cannon 
Fodder. Admittedly, the game does have 
a refreshingly Low minimum specification 
of only a 16MB P90, which is good news 
for those of us with low-end machines, 
but I'm sure the developers could have 
squeezed in a little more graphical 
detail without sacrificing too much 
performance. Still, the graphics are good 
enough for the type of game that this 
is, and I'm probably just spoiled by 
things which need a P300 and a 3D 
accelerator. Cliff 


The graphics are a hit on the primitive side, iooking 
like a cross between Warcraft and Cannon Fodder 


already have. Some equipment cannot be 
used until you have acquired certain 
skills, such as rope for trap making. The 
wildlife must be managed to a certain 
extent - for example, if you allow too 


can play missions between up to four 
players, depending on the type of 
connection you have. Multiplayer 
missions are simple head-to-head battles, 
in which players can decide in advance 
what conditions they will play under. You 
can pick the map, the type of terrain 
(day, night, or snow), the number of 
objects and animals to be found, and 




Well, now you know what the title of the game is, and also what it looks like when you are playing it 



Adding sht uitfmoH 


01392 420100 


{issue twelve lUlTIMATE PC 


















































from us?? 


A DIVISION OF INTERACTIVE COMMERCIAL ENTERPRISES LTD 


PRICE! CHOICE! 


THESE HAVE MADE US O 
OF COMPUTER SOFTWi 


As you look through this magazme you will undoubtedly 
notice adverts for other mall order companies. So what 
makes us different to any of them? Well, how about this . 


PRICE !! 


You should find Gameplay to be the cheapest supplier 
of PC games in the country. However, we can't look 
everywhere at once, so if you do find a better price, please 
ring us and we will do our best to beat or at least match it. 
On top of this, we offer a FREE 1st Class delivery seryice 
and we don't charge for membership if you are buying by 
mail order so there are no"Hidden Clharges". The price you 
see is the price you pay! _ 


CHOICE !! 


Just take a look at this advert! 2 pages crammed with 
software and equipment! We try to stock every game 

i-f i+'c nnt \A/hon \/r>i i rinn XA/o cnr»ii n 


QUALITY 


All items are fully guaranteed by both Gameplay and their ’ 
manufacturers. Any product that becomes faulty within its 
warranty period will be replaced hassle free, quickly and 
■ niy 


ety® 


efficiently. 


I- 

Why not visit our 

_ CLUB SUPERSTORE IN LEEDS AT THE 

ADDRESS ON THE ORDER FORM! AlL ITEMS IN THE 
STORE ARE AT THE SAME DISCOUNTED PRICES AS OUR 
MAIL ORDER DIVISION. 


SERVICE !! 


Delivery time is normally within 2 working days and our 
packaging has been specially designed to ensure that your 
products arrive in perfect condition (we do not use Jiffy 
Bags!). Also whatever your needs we can help you make 
the right choice. Our salesmen are all enthusiasts and do not 
make commission, so they can give you completely impartial 
advice. Remember, if you don't like it you don't have to 
keep it so we make sure we tell you the truth! 

These are the Qualities that have made us 



THE HOTTEST GAMES AT THE COOLEST PRICES!! 



EVERY ORDEI 

EVERY TIME YOU PLACE AN OROER YOU MAY CHOOSE A 
PIECE OF SOFTWARE FROM OUR FREE filFT LIST OF 
SOFTWARE AND ACCESSORIES. THERE IS A LIMIT OF ONE 
FREE GIFT PER WEEK BUT NO MINIMUM ORDER VALUE 
TO QUALIFY. SECONDLY, YOU WILL ALSO RECEIVE OUR 
LATEST CATALOGUE PACKED WITH MORE OFFERS.' 
tjEASEfE/yfMaTOiaLFOKYOMnSSOFWJV^ 

2 Good 2 Be True - Includes Ultimate Soccer Manager 

2, Earthsiege 2, Caesar 2, NASCAR 2, Pinball 2£26.99 

3D Ultra Mini Golf.£13.99 

3D Ultra Pinball 3.£18.99 

3 Mega Games: Wing Comaaander 4, Privateer 2 & 

Crusader no Regret.£18.99 

3rd Millenium.£29.99 

6881 Hunter Killer.£29.99 

7th Legion.£17.99 

Actua Golf 2.£25.99 

Actua Ice Hockey.£25.99 

Actua Soccer Club Edition.£9.99 

Actua Soccer 2.£25.99 

Addiction Pinball.£19.99 

Age of Empires.£33.99 

AH64-D Longbov/ 2.£29.99 

Air Warrior 3.£24.99 

Amiga Emulator CD (100s of Amiga games)£ 14.99 

Apache Longbow & Hind Double Pack.£14.99 

Armoured Fist 2.0 (Win '95).£29.99 

Army Men.£29.99 

Atlantis.£29.99 

Atomic Bomberman.£17.99 

Back to Baghdad.£17.99 

Baku Baku Animal.£16.99 

Balls OF Steel.£21.99 


Broken Sword 2.£24.99 

Bust amove 2.£16.99 

Capitalism Plus.£19.99 

Carmageddon + Data Disk Bundle.£23.99 

Carmageddon Splat! Pack.£13.99 

Cart Precision Racing (Microsoft).£33.99 

Castrol Honda Superbike World Championship ..£29.99 

Catz2.£17.99 

Chamronship Manager '97/'98.£17.99 

Chessmaster 5500.£27.99 

Civilisation 2 + Sehlers 2 + Sim Cm 2000 £19.99 

Civilisation 2 Data Disk: Fantastic Worlds.£13.99 

ClANDESTINY.£7.99 

Close Combat 2: A Bridge Too Far £33.99 

Cluedo . £18.99 

Combat Chess. . £19.99 


Microsoft Flight Si/h '98 .£39.99 

Microsoft Southern Caufornia Data Disk .£23.99 

Microsoft Flight Sim 5.1 & New York + Paris .£37.99 

Scenery Disk 6.0 - England & Wales .£ 17.99 

Scenery Disk 5.) - British Isles I & 2, China .each £19.99 

Scenery Disk 5.1 - Europe /.£29.99 

Scenery Disk 5.1 - Las Vegas/Canada . each £12.99 

Fught Sim 5.1 Tower.£39.99 

Flight Sim 5.1 Scenery & Object Designer.£36.99 S 

Fught Shop V2-NOW FOR FS5.1&FS6 . £35.99 [ 

Fught Sim FSFX V2 • Contains extra planes, scENEiFt, sounds 

EK FOR FS5.1&FS6 . £24.99 [ 

Boeing/Business Jets/Airbus/Great Airlines .each £23.99 

PERFEa Flight 2 RCjUndihe World Disk FOR MS FS 5.1 &6£2199 
Flying Classics for FS6 ■ fly some of the most significant aircraft 
OF THE 20th Century FROM A SoPwiTH Camel TO Concorde. £18.99 [ 


Command & Conquer.£13.99 

C & C Red Alert CoLLEaoRS Pack.£28.99 

Quench: 1000 extra levels for Red Alert.£7.99 

OR JUST £3.99 IF BOUGHT WITH RED AURTIi 

Counterstrike - official Red Alert Data Disk .£11.99 

Aftermath ■ official Red Alert Data Disk .£9.99 



American Civil War CoLiEaiON - Antietaa^; 

Bull Run, Gettysburg & Shiloh.£24.99 

Napoleon Collehion - Napoleon in ■ 
Russia, Prelude to Waterloo, Waterloo & ; 

Aoe of Sail.£26.99 j 

The Fouowing are au just £12.99 each!!! 
Antietam, Ardennes, Bull Run, Gettysburg, ! 
Napoleon in Russia, Prelude to Waterloo, j 
Shiloh, Waterloo. j 


Battle Isle 4 - Incubation .£21.99 

Incubation Data Disk: The Wilderness Missions..£14.99 

Bahles of Alexander.£25.99 

BAnLETECH Mechcommander .£29.99 

Battlezone.£28.99 

Beasts & Bumpkins .£22.99 

Black Dahua.£28.99 

Blade Runner.£27.99 

BLOOD.£13.99 

Bridge Master Classic with Omar Sharif .£29.99 


Commanche 3.0 Gold.£29.99 

Commandos: Behind Enemy Lines.£27.99 

Conquest Earth.£27.99 

Constructor.£27.99 

Croc.£28.99 

Crusader No Regret.£19.99 

Dark Colony.£18.99 

Dark Earth.£26.99 

Dark Forces 2: Jedi Knights.£27.99 

Jedi Data Disk - Mysteries of the Sith.£16.99 

Dark Omen: Warhammer 2.£29.99 

Dark Reign.£21.99 

Deathtrap Dungeon.£28.99 

Depths of Doom Trilogy - Doom 2, Ultimate Doom, 

Episode IV & 3000 AAaster Levels.£15.99 

Diablo.£24.99 

Diablo Hellfire: Official Data Disk.£13.99 

Diablo: The Green Portal Toolkit & Cheat Pack ..£7.99 

Die By The Sword.£25.99 

Die Hard Trilogy.£17.99 

Dogz2.£17.99 

Dominion Storm.£27.99 

DukeNuk£m3D.£12.99 

Duke Nukem In The Caribbean.£15.99 

Duke Nukem Kill-A-Ton Collection.£23.99 

Dune 2000.£29.99 

Dungeon Keeper.£18.99 

Deeper Dungeons Data Disk for Dungeon Keeper .£13.99 

EA Cricket '97: Ashes Tour.£13.99 

EA Compilation - Ultima Underworld, Ultima 7, 
Shadow Caster, Savage Empire, Wing Commander 
Academy, Populous 2, Mahjong Pro, Space Hulk, 7 
Cities of Gold.£9.99 


Earthsiege 2.£10.99 

Ecstatica2.£19.99 

Extreme Power Pack 2 Tomb Raider, Z, FIFA '97£20.99 

FI Racing Sim(Ubisoft).£27.99 

FI5 (Janes!.£29.99 

F22 A.D.F. (TFX3).£23.99 

F22 Red Sea Operations Data Disk.£13.99 

F-18 Hornet.£19.99 

FA-18 Korea.£24.99 

Fallout.£24.99 

Fighting Force.£28.99 

Final Fantasy 7.£29.99 

Flight Unlimited 2.£27.99 

Fuppermania - Pro Pinball the Web & Timeshock...£18.99 

Flying Corps Gold.£19.99 

FoRGonEN Realms AD&D Archive - Eye of the 
Beholder 1,2 & 3, Menzoberranzan, Dungeon Hack + 

7 others. £19.99 

Formula 1 (Psygnosis) Win '95 & D3D/3DFX....£22.99 

Formuu 1 '97.£29.99 

Forsaken.£27.99 



£15.99 


Fragile Allegiance. 

Gabriel Knight 2: The Beast Within .. 

Gene Wars. 

Gex 2. 

G Police. 

Goosebumps .. 


...£14.99 

£12.99 

£15.99 

£25.99 

£26.99 

£26.99 


Goosebumps - attack of the Mutant .£25.99 


I SALES LINES OPEN: 

MON-FRI 9am - 8pm 
' SATURDAY 10am - 7pm 
SUNDAY 10am - 4pm 

a MO QUIBBLE EXCHANGE POLICY 

I IF YOU ARE UNHAPPY WITH YOUR 
^ PURCHASE FOR ANY REASON, 
SIMPLY RETURN THE ITEM IN 
PERFECT CONDITION WITHIN 48 
HOURS OF RECEIPT BY RECORDED 
DELIVERY AND SUBJECT TO A FEE 
(10% OR MINIMUM £41, WE WILL 
SWAP IT FOR ANOTHER ITEM.(THIS 
OFFER APPLIES ONLY TO ITEMS 
LISTED IN OUR MOST CURRENT 
ADVERTS. WE RESERVE THE RIGHT 
TO REFUSE EXCHANGE IF THE ITEM 
IS NOT RECEIVED BACK IN PERFECT 
CONDITION)*. 

I ORDER BY CREDIT CARD, CHEQUE, 
POSTAL ORDERS OR CASH (PLEASE 
I SEND CASH BY REGISTERED POST 
FOR YOUR OWN PROTECTION). 
SORRY, NO CASH ON DELIVERY. 


0 


ORDER WITH CONFIDENCE FROM 
ONE OF THE LARGEST SUPPLIERS IN THE 
COUNTRY! OVER 750,000 SOFTWARE 
ITEMS SUPPLIED SO FAR! 

isr CLASS DEUVERY FREE OF 
CHARGE TO U.K. MAINLAND. WE 
PROVIDE THE FASTEST DELIVERY 
SERVICE AROUND: 1-3 WORKING 
DAYS MAX ON STOCK ITEMS. (PLEASE 
ALLOW 8 DAYS FOR CLEARANCE IF 
SENDING A CHEQUE). NEXT DAY 
DEUVERY FROM £4. ORDERS PLACED 
BEFORE 3PM ARE SENT THE SAME 
DAY (SUBJECT TO STOCK). 

I ODD'S OF TITLES AVAILABLE. 

WE ALSO STOCK GAMES & 
ACCESSORIES FOR N64, SATURN 
& OTHER CONSOLES AND CD ROM 

OTHER COMPANIES MAY TAKE 
YOUR MONEY IMMEDIATELY BUT 
WITH GAMEPLAY YOU WILL BE 
SAFE KNOWING THAT YOUR 
CREDIT CARD WILL NOT BE 
DEBITED UNTIL YOUR ORDER 
IS DESPATCHED! 



QUAKE 2.£26.99 

Quake 2 Deathmatch .£14.99 

QUAKE . £12.99 

MAuaLofflOAL add-on) £10.99 

Quake TOOLKIT . £12.99 

Scourge of Armagon ..£12.99 

Shrak! . £9.99 

DissouniON OF BT«NfTY...£l 2.99 


Grand Prix 2.£17.99 

Track Pack for Grand Prix 2.£14.99 

Grand Theft Auto .£26.99 

Guts N Garters.£16.99 

Hardwar .£25.99 

Harvest OF Souls.£14.99 

Heavy Gear.£28.99 

Heroes of Might & Magic 2 & Data Disk bundle£24.99 

Hexen 2.£19.99 

Holiday Iswnd.£21.99 

Ian Botham Cricket £19.99 

iF22 Raptor.... £26.99 

Ignition . £16.99 

Imperium Gawctica .£9.99 

Incoming.£27.99 

Independence Day .£14.99 

Interstate 76.£9.99 


£31 

WE DO NOT CHARGE YOUR CREDIT CARD UNTIL YOUR ORDER IS DESPATCHED, SO YOU CAN RESERVE YOUR NEW RELEASES TODAY! 


Ipanzer 44. 

I War. 

Jack Nicklaus 5 
Jazz Jack Rabbit 2 

Jetfighter 3. 

Jo Guest Love Bytes 
Joint Strike Fighter 

Journeyman Project 3. 

Kings Quest Coll 1-6.£15.99 

Lands of Lore 2. . £23.99 

Lego Island. £23.99 

Leisure Suit Larry 7. £25.99 

Leisure Suit Larry Casino £17.99 

Lbmaings PAiNiBAii + No MoRE Lemmngs -f Lemmings£1 2.99 

Links LS '98. £27.99 

Inks Courses: Valderama/Oakland/Davis Love/Etc. £16.99 

Lihle Big Adventure 2.£15.99 

Lords of Magic.£25.99 

Lords of the Realm 2 Royal Edition.£25.99 

Lucas Arts Archive Vol 3 - Dark Forces, The Dig, 
Monkey Island 1 & 2, Full Throhle, Afterlife ...£27.99 

Lula-The Sexy Empire.£19.99 

Ml Tank Piatoon 2.£29.99 

ManxTT.£23.99 

MDK.£12.99 

Megapak 9 - Civilisation 2, Interstate 76, Destruqion 
Derby 2, Discworld 2, F22 Raptor, Jack Nickiaus 5, Pro 

Pinball Timeshock, Admiral Sea Bahles.£29.99 

Men In Black.£16.99 

Micro Machines 3.£20.99 

Microsoft GolfV3.£13.99 

Microsoft Return of Arcade ■ Pacman, Pole Position, 

Dig Dug and GalaxianI! (Win '95 only).£17.99 

Might & Magic 6.£27.99 

Monkey Island 3.£26.99 

Monopoly.£30.99 

Monster Trucks.£18.99 

Monster Truck Madness 2 £33.99 

Monty Python Double Pack £22.99 

Moto Racer & Need For Speed 2.£23.99 

Motorhead. £25.99 

Muppet's Treasure Island £17.99 

Myst. £18.99 

Myth: The Fallen Lords.£24.99 

NASCAR 2.£17.99 

NBA Action '98.£24.99 

NBA Live '98.£29.99 

Network Q Rally.£13.99 

NFL Madden '98.£29.99 

NHL Hockey '98.£29.99 

Nuclear Strike.£24.99 

Oasis/Blur/INXS/U2 Songbooks.each £22.99 

Oddworld: Abe's Oddysee.£19.99 

Operational Art of War.£26.99 

Outlaws. £27.99 

Outwars. £33.99 

Pacific General . . £22.99 

Pandemonium 2 £26.99 

Panzer General 2 £26.99 

Pax Imperia 2: Eminent Domain.£16.99 

PGA Tour Pro.£17.99 

PGA Sawgrass Tour '96 Disks.£12.99 

Pga Nippenburg Euro Data Disk.£6.99 

Phantasmagoria 2.£19.99 

POD Gold (Includes extra tracks).£17.99 

Police Quest Collection 1-4.£21.99 

PoLiTiKA (Tom Clancy).£24.99 

POSTAL.£17.99 

Premier Manager '98.£16.99 

Quake Resurrection: Quake, Q Zone & Mauce ..£16.99 

Quake 2.£26.99 

Quake 2 Data Disk: Juggernaut.£14.99 

Rayman Gold.£18.99 

Red Baron 2.£22.99 

Resident Evil - 3DFX version.£22.99 

Resident Evil - Power VR version.£22.99 

Rising Lands.£25.99 

Risk.£19.99 


Riven (Myst 2).£24.99 

Scrabble.£27.99 

Sega Touring Cars.£28.99 

Sega Worldwide Soccer '98.£27.99 

Sensible Soccer World Cup '98 Edition.£25.99 

SEnLERs2 Gold.£18.99 

Settlers 2 Mission Disk.£13.99 

Seven Kingdoms.£26.99 

Wdows of the Empire.£27.99 

Wdow Warrior.£14.99 

Shanghai Dynasty.£19.99 

Sid Meier's Gettysburg.£28.99 

Sierra Sports: Golf/Baseball '98/Ski Racing.each £22.99 
Sim City 2000, Sim Town, Marh & Trouble with 

Cheese and Pinball '95.£18.99 

Streets of Sim City.£28.99 

Sim Copter.£18.99 

Sonic 3D.£21.99 

Speccy CD '97 (3000 Speqrum & C64 games).£14.99 

Starcraft.£28.99 

Starcrar Data Disk: Stellar Forces £13.99 

Starcraft Data Disk: Insurrection £22.99 

Starship Titanic. £31.99 

Star General. £24.99 

Star Trek: Captain's Chair. £26.99 

Star Trek Encyclopaedia. £26.99 

Star Trek Generations.£14.99 

Star Trek Omnipedia. £14.99 

Star Trek: Star Fleet Academy.£25.99 

Star Wars Monopoly.£30.99 

Star Wars Supremacy.£28.99 

Steel Panthers 3.£25.99 

Test Drive 4.£19.99 

Tex Murphy Overseer - Under A Killing Moon 2 £19.99 

Theme Hospital.£16.99 

The Golf Pro.£26.99 

Tie Fighter V X Wing.£25.99 

Tie Fighter v X Wing Disk: Balance of Power.£13.99 

TOCA Touring Cars.£21.99 

Tomb Raider.£13.99 

Tomb Raider 2.£28.99 

Total Annihilation.£24.99 

Total Annihilation Disk: Core Contingency.£18.99 

Total Heaven: Civilisation 2, Sim City 2000, 

Settlers 2. £22.99 

Total Racing: Screamer 2, Need for Speed 2, 

International Rally Championship. £22.99 

Total Sport: Links LS, Sampras Tennis, FIFA '97 .£19.99 

Ubik.£29.99 

Ultima Collection.£29.99 

Ultima Online.£32.99 

Ultim@te Race.£19.99 

Ultimate Soccer Manager '98.£23.99 

Unreal .£ 28.99 

V Rally.£27.99 

VirtuaCop2.£19.99 

ViRTUA Fighter 2.£28.99 

Virtual Pool 2.£19.99 

VR Powerboat Racing.£22.99 

WaRCRAFT 2 -l- 50 EXTRA LEVELS + HINT BOOK..£24.99 

Warhammer: Final Liberation.£25.99 

Warlords 3.£22.99 

Wing Commander Prophecy.£29.99 

Wipeout 2097 .£22.99 

World Cup'98.£29.99 

World League Soccer '98.£28.99 

World Rally Championship (Network Q 2).£15.99 

Worms 2.£19.99 

X Com: Interceptor.£29.99 

X Files: The Game. £31.99 

X Files: Unrestricted Access £ 18.99 

ZoRK Grand Inquisitor . £26.99 



£19.99^ 

















































































































































































































































































































OUAUTY! SERVICE! 


IE OF THE LARGEST SUPPLIERS 
RE IN THE COUNTRY TODAY!! 





1 1th Hour + 7th Guest.£13.99 

3D Lemmings.£11.99 

3D Ultra Pinball.£10.99 

AIOCuba.£9.99 

Armoured Fist.£10.99 

Ascendancy.£9.99 

Broken Sword.£9.99 

Cannon Fodder 2 + Dune 2.£13.99 

Caesar 2.£9.99 

Caesar's Palace.£9.99 

Catz.£8.99 

Championship Manager 96/97 .£9.99 

Chessmaster 5000.£9.99 

Chronicles of the Sword ..£8.99 

Civilisation. ..£9.99 

Creatures. £11.99 

Crusader No Remorse £12.99 

Dark Forces.£12.99 

Desert Strike & Jungle Strike.£12.99 

DESTRuaiON Derby.£13.99 

DESTRuaiON Derby 2 £13.99 

DiSCWORLD OR DiSCWORLD 2 EACH £ 13.99 

Dogz. ...£8.99 

Doom 2. £11.99 

F22 Lightning 2.£9.99 

Fade to Black.£9.99 

Fatal Racing.£12.99 

FIFA Soccer '97.£9.99 

FIFA Soccer Manac er £13.99 

Final Doom. ..£9.99 

Flight of the Amazon Queen.£9.99 

Flight Unlimited (DOS) ..£9.99 

FullThrohle. £12.99 

G-Nome. ..£7.99 

Heretic: Shadow of the Serpent Riders.£11.99 

Holmes 2: Rose Tattoo.£13.99 

Jonah Lomu Rugby.£11.99 

Kings Quest 7.£9.99 

Leisure Suit U\rry6.£10.99 

Lemmings 1 & 2.£14.99 

Lighthouse.£13.99 

Links LS.£11.99 

Lihle Big Adventure.£9.99 

Magic the Gathering (Microprose).£10.99 

Marble Drop.£6.99 

Masters Of Orion 2.£10.99 

Mech Warrior 2.£10.99 

Micro Machines 2 Special Edition.£9.99 

Monkey Island 1 & 2.£13.99 

Mortal Kombat 3.£12.99 

Mutant Penguins.£6.99 

Need For Speed 2 Special Edition.£13.99 

Pete Sampras Tennis.£11.99 

PGA European Tour.£13.99 

Pinball '97.£12.99 

Pirates! Gold.£9.99 

Police Quest SWAT.£9.99 

Power, Corruption & Lies - Dune 2 , Beneath a 

Steel Sky, F-14,UF0.£9.99 

Privateer 2: The Darkening.£13.99 

Psycho Pinball.£11.99 

Puzzle Bobble.£9.99 

Railroad Tycoon Deluxe.£9.99 

Rebel Assault 2.£12.99 

Redneck Rampage.£9.99 

Return TO Zork.£7.99 

Road Rash.£12.99 

Sam & Max Hit The Road + Day of the Tentacle£1 3.99 

Scorcher.£9.99 

Screamer .... ..£9.99 

Screamer 2. ..£9.99 

Shanghai.... ..£9.99 

Silent Hunter ..£9.99 

Sim Tower.£7.99 

Space Hulk2: VOTBA.£10.99 

Star Trek; Next Generation A Final Unity ...£1 0.99 

Super EF2000.£12.99 

Super Puzzle Fighter 2.£9.99 

Super Tetris. ..£9.99 

Terminal Velocity ..£9.99 

Terranova... £10.99 

The Dig. £10.99 

Theme Park.£9.99 

Tie Fighter Collector's CD. £12.99 

Time COMAAANDO. £13.99 

Top Gun. £10.99 

Transport Tycoon & World Editor.£9.99 

Ultimas.£13.99 

Ultimate Soccer Manager 2.£9.99 

Under a Killing Moon.£9.99 

US Navy Fighters '97.£9.99 

Vegas Girls.£12.99 

Virus.£12.99 

Warcrar.£16.99 

Warhammer: Shadow of the Horned Rat £9.99 

Williams Arcade Classics.£9.99 

Wipeout.£12.99 

Worms United.£10.99 

X Com: Apocalypse.£1199 

X Com: Terror From the Deep.£10.99 

X Wing Collection + Rebel Assault.£13.99 

Z.£9.99 

Zork Nemesis.£9.99 

We also oarr^ an exfensit/e 
range of games hint books 
ana other tutorial books. 
Please ring for details. 


DORLING KINDERSLEY 



3D Skeleton. £22.99 

Amazing Animals Activity Centre. £22.99 

Ann Hooper's Sex Guide. £27.99 

BMA Family Health Encyclopaedia. £27.99 

Castle Explorer. £22.99 

Children's Encyclopaedia. £27.99 

Childrens Multimedia Dictionary. £22.99 

Chronicle Encyclopeadia of History. £22.99 

Chronicle of 20th Century. £27.99 

Encyclopedia of Nature 2. £27.99 

Encyclopedia of Science 1/Nature 1 ...each £12.99 

Encyclopedia of Science 2 . £27.99 

Encyclopedia of Space & Universe. £27.99 

History of the World. £22.99 

My First Amazing World Explorer. £22.99 

My First Incredible Amazing Dictionary. £22.99 

Photo Gallery Children, Wild Animals, Dinosaurs, Insects 

& Bugs, Flovi/ers, Classic Cars, Cats, Birds.each £8.99 

Redshift 3. £22.99 

Stowaway. £12.99 

Ultimate Huaaan Body 2. £27.99 

Virtual Reality Bird/Cat.each £12.99 

Virtual Reality Dinosaur Hunter. £22.99 

Way Things Work 2. £27.99 

World Atlas for Windows. £32.99 

Acacia GCSE Revise and KS3 Test for success 


each package can be customised to 

SUIT DIFFERENT LEVELS OF ABILITY AND 
ALLOW YOU TO SELECT THE APPROPRIATE 
EXAMINATION BOARD AND SYLUBUS. 

All are wrihen by practising 
teachers. Our most highly 

RECOMMENDED RANGE OF EDUCATION 
AIDS. 

GCSE Maths, Chemistry, Physics, Biology & 

Geography. each £17.99 

Keystage 3 Maths, Science, Geography each £15.99 

Fully indorsed by Carol Vorderman! 




^ £29.99 :: ^ £28.99 : t : £28.99 ^ 

DISMIEY 

101 Dalmations/Hercules Storybook.each £28.99 

Auddin Activity Centre .£29.99 

Hunchback of Notre Dame/Lon King Storybook....each £28.99 

Lion King Activity Centre.£30.99 

Magic Artist .£32.99 

Pocahontas/Toy Story/Winnie Pooh Storybook each £28.99 



Arthur's Birthday Party/Dr Seuss ABC.each £17.99 

Green Eggs & Ham/Harry & the Haunted House.each £17.99 

Gregory & Hot Air Balloon.£16.99 

Just Grandma & Me.£17.99 

Kid Pix Studio.£23.99 

Logical Journey of the Zoombinis.£19.99 

Maths Workshop.£23.99 

Ruffs Bone.£15.99 

Sheila Rae, the Brave/Toroise & The Hare.each £17.99 

MICROSOFT 

Creative Writer.£16.99 

Creative Writer 2.£24.99 

Fine Artist.£12.99 

Fine Artist + Creative Writer Double Pack.£28.99 

Magic Schoolbus • Dinosaurs, Oceans or Earth.EACH £24.99 
Magic Schoolbus ■ Human Body or Solar SystemEACH £24.99 

Magic Schoolbus Rainforest.£24.99 

OTHERS 



ADI Boo Read & Count 4-5/6-7yrs. 

ADI English & Maths 11 -12/12-13/13-14/14-15..£19.99 
BBC Animals of Farthingwood/Noddy ..each £22.99 

BBC PiNGU.£20.99 

BBC Wallace & Grommit.£16.99 

Europress Games Factory.£26.99 

Europress GCSE Maths/Engush/Physics each £14.99 

Jump Ahead Toddlers.£17.99 

Jump Ahead Nursery. ,..£22.99 

Muppets Treasure Island. ..£19.99 

Oxford Children's Encyclopedia.£39.99 

Print Artist V4 (Sierra). ,..£17.99 

Print Artist V4 Photo. ,..£21.99 

Simpson's Cartoon Studio.£24.99 

Studyworks Maths ages 14-e.£9.99 

Virtual Springfield.£18.99 

Winnie the Witch/A Fish Who Could Wish.each £9.99 

THE 10 OUT OF 10 RANGE 

is q highly-acclaimed collection of inexpensive fxickages aligned to the 
national curriculum which teaches solely through game-bosra activities 
designed to stimulate your children and interest them. 10/10 is the 
leading supplier of softwore ... 


UK's leading supplier of softwore to sc 
Choose from Eorfy Essentials (3-7 yrs), 
Number (8-16), Moths Algebra ( 6 - 16 ], 
16), German (6-16), Essential Scienc 


to schools. All CD Rom or 15” disk. 

' Junior Essentials (5-11), Maths 
Maths English 6-16), FrU ( 6 - 
Science (5-12) . £9.99 EACH 


HOME & REFERENCE 



Microsoft 3D Movie Maker.£49.99. 

Autoroute '98.£59.99. 

Autoroute V5 UK & Ireland.£59.99. 

CiNEMANiA '97.£49.99. 

Creative Writer & Fine Artist.£59.99. 

Dangerous Creatures.£29.99 

Encarta World Atlas '98.£49.99. 

Encarta'96. 

Encarta '98 Standard.£49.99 

Encarta '98 Deluxe.£79.99 

Money'98.£29.99. 

Office '95 Standard V7.£199.99, 

Office '97 Pro.£499.99 

Plus (For Windows'95).£49.99. 

Plus FOR Kids.£19.99, 

Publisher '95 Deluxe.£99.99. 

Student Office '97.£99.99 

Student Publisher.£39.99 

Student Visual Basic/Visual C+-FE99, 
Student Win '95/Workstation£59.99 

Student Works.£39.99 

Windows '98.£99.99. 

Wine Guide.£49.99 

Works V4 + Money '97.£79.99. 


OFFER 
£19.99 
£50.99 
£29.99 
£18.99 
£28.99 
..£10.99 
£39.99 
£17.99 
..£39.99 
..£62.99 
,£24.99 
£69.99 
£199.99 
.£35.99 
.£17.99 
.£39.99 
£119.99 
..£39.99 
,99 ...£119.99 
.£52.99 
.£39.99 
£75.99 
.£10.99 
£32.99 


Corel Draw 4.£16.99 

Encyclopaedia Britannica.£104.99 

Family Tree Maker V2.£16,99 

Kai's Power Goo.£29.99 

Mavis Teaches Typing V 8 .£23.99 

Ordnance Survey Map of Great Britain.£13.99 

Oxford Interactive Encyclopaedia.£19.99 



Cleansweep '97 . £32.99 

First Aid '97 for Windows '95 . £18.99 

First Aid '98 for Windows '95 . £26.99 

First Aid Deluxe '97 for Windows '95 . £32.99 

First Aid Deluxe '98 for Windows '95 . £40.99 

Hurricane '98. £14.99 

McAfee VirusScan V3. £24.99 

Norton Utilities V2 . £22.99 

Nuts & Bolts . £37.99 

That's What I Call Help! - First Aid '97, Norton 
Antivirus, Windelete, Powerdesk, Handyman £39.99 



jNGUA^ _ 

Berlitz Think & Talk Range 
rench/German/Spanish/Italian 
0RjAPANESE...iACH £24.99 

Language Assistant (Transiator) Easily translates documents 
FROM OR into FRENCH, GERMAN, SPANISH OR ITALIAN..,EaCH £19.99 

FI SIM 
COMPACT 
WHEEL 

Hand-stitched replica 
FI 10" steering wheel 
, self-centering and 
torque action. Gear change functions on 
steering column, 2 programmable 
buttons. Durable plastic pedals. £72.99 



TOP DRIVE 
STEERING WHEEL 

COMPLETE WITH WORKING GEARSTICK AND FOOT PEDALS 

ALSO HAS 9 BUTTONS ON THE STEERING WHEEL WHICH CAN BE 
PROGRAMMED AS GEARSHIFT OR BRAKE/ACCELERATOR/FIRE, ETC. 

Suitable for use with all driving games 

£49.99 PLUGS INTO ALL 
STANDARD JOYPAD PORTS - NO SPECIAL HARDWARE REQUIRED 

SPECIAL OFFER!! 

BUY A TOP GEAR 
STEERING WHEEL 
AND GH £2 
OFF ANY 
DRIVING GAME 



0113 234 0444 

SALES HOTLINES (7 days • wk) 

0113 234 0999 

TECHNICAL SUPPORT (Mon ■ Sal) 

0113 234 0666 

CUSTOMER SERVICES (Mon ■ Fri, 9-6) 

0113 234 0770 - Gameplay FAX 

email: GameplayUK@aoloCom 


CH Flightstick Pro Joystick.£49.99 

CH Throttle Pro.£94.99 

CH Virtual Pilot Pro.£77.99 

CH Pro Pedal.£77.99 

CH Force Feedback FX Joystick.£114.99 

CH Game Card.£25.99 

CH Gamestick Joystick.£21.99 

CH F-16 Fighter Stick.£94.99 

CH F-16 Combat Stick.£61.99 

CH Racing Wheel.£47.99 

CH Racing System.£82.99 

Gravis Grip 4 Way Adaptor & 2 Pads.£69.99 

Gravis Analogue Pro Joystick.£19.99 

Gravis Gamepad.£16.99 

Gravis Gamepad **Pro*'.£22.99 

Saitek Megagrip 8 Joystick.£8.99 

Suncom F-15E Talon.£44.99 

SuNCOM F-15E Raptor.£29.99 

Suncom G-Force Pius Yoke.£34.99 

Suncom FS Throttle.£89.99 


Sidewinder ‘Precision* Pro . £46.99 

Sidewinder Force Feedback . £109.99 

Microsoft Sidewinder Gamepad . £24.99 


THRUSTMASTW PRODUCTS 

Thiustmasted T2 Steeiing Assembly 

Comes with Steering Wheel, Gearstick, Pedals + Grand Prix & 
Grand Prix 21! RRP £^9,99 OUtl PRICE £89.99 

Thrustmaster GPl Steering Wheel 
Bonus Pack - Now includes Network Q Rally. X Miles 
& Power F1 !! RRP £79.99 OUR PRICE £46.99 

Maximise performance & responsiveness with a 
Thrustmaster ACM Game Card.£26.99 




F-1 6 FLCS Joystick- Features Four 4-way hats, 

3 Buttons, Dual Stage Trigger & Paddle Switch. £109.99 

F-16 TQS Throhle - True Replica of F-16 Throhle Quad-rant 
System. Features Targeting Cursor Control, Two Dials. 

Two 3 -position switches & 4-way radio switch. £109.99 

F-22 Joystick. £129.99 

X Fighter Joystick. £38.99 

RCS Rudder Control. £109.99 

Thrustmaster Mk2 Weapons Control. £89.99 

Top Gun Official Joystick - 4 Way Hat 
Switch, Weighted Base, 3 Beveled Buhons, 

Quick Action Trigger and Thrustmaster 
quality and durability! All for .. .£ 2 9 . 9 9 
Top Gun Joystick + Top Gun game (by 
Microprose). £38.99 



SAITEK joysticks 



X36FUGHTSTICK &THROnLEPACK 

Unarguably the best bundle 

available! Excellent reviews from 

ALL MAGAZINES, EVERY FEATURE 
conceivable - CALL FOR MORE INFO 


PC pA?H CgMAWfP Pap 

BrILUANT new CONCEPT IN GAMES 
CONTROL ALLOWS YOU TO PLAY AND 
MASTER COMPLEX GAMES MORE EASILY. 
Simply touch the picture to 
CONTROL THE GAME! FuLLY 
PROGRAMMABLE, 8 WAY THUMB PAD 

£35.99 


£84.99 



m 


8 BUTTONS, INDIVIDUAL TURBO AND AUTO¬ 
FIRE SELEa. LED, Auto-calibratino, 15 Pii 

£14.99 


SaitikA«ma?t»18 

4 MiCROSWITCHED fire BUTTONS WITH 
TURBO-fIRE, Hat SWITCH, SEPERATE 
THROHLE LEVER, PROTEIN RUBBER GRIP 

£22.99 

Saitek X36F Programmable Flightstick. £59.99 

Saitek X35F Throttle Rudder System. £39.99 



Space Orb 360 £39.99 




atoAjyAi)TO.SvwcHi,2PiAiiaAi«noi 

■ A bPUnER cable with a difference! 

Compatible with Win '95 and DOS and 

ALL JOYSnCKS/PADS, THE ALFA TWIN AliOWS 2 
^£14.99'^ DEVICES TO IE CONNECTED TO ONE JOYSTICK 
PORT. Can be Daky-chained to Aaow up to 
4 SIMULTANEOUS DEVICES. 7FT LONG LEAD. 


visit 

www.spacefec.coml 
for more info .... 

In REAL-LIFE, you don't think about 
HOW to move... you just do it. Shouldn't 
it be the same in your 3D games? Break 
the barrier of clunky linear 2D keyboard, 
mouse and jpystick play with full-blown 
6-axis 360 control in any and every 
direction. Perform outrageous combo 
moves like circle strafes, diving rolls, swat 
moves and the indefensible death 
blossom... moves impossible with the 
keyboard, mouse or joystick. 
Recommended for all 3D games, e.g. 
Quake, Tomb Raider, Forsaken, Unreal 


APOCALYPSE POWER VR 



performance to your P.C. Using PowerVR 
technology from Videologic ana NEC this 
cord delivers realism no other game card 
can match. Play Windows 95 3D games at 
the fastest frame rotes with advanced 
lighting, fogging, tronslucency, and shadows. 

Apocalypse 3DX + FIFA 98!£49.99 
Apocalypse 3DX Card + 2 of the 

following games. £54.99 

FIFA 98, Nightmare Creatures, Virtual 
On, Wipeout 2097 Xl^ Mech Warrior 2 
PowerVR Edition or Moon Racer. 
Apocalypse 3DX Card -t- all above 
games . .£69.99 

Apocalypse 5D plus. £79.99 

Combines the 3D acceleration of 
Apocalypse 3Dx with the 2D performance 
OT GrofixStor 600 Pro to bring a new 
performance standard to single-slot 2D/3D 
acceleration. 

Apocalypse 5D Sonic plus .£99.99 

Combines the 3D acceleration of 
Apocalypse 3Dx, the 2D performance of 
GrofixStor 600 Pro and the sensational 
audio quality of SonicStorm. 


SPEAKERS 



Screenbeot Maxim 120 

120 Watts PMPO, 
Surround Sound, 
Loudness Bass System, 
Full Range Tone 
Control. Power Supply. 

£37.99 


Sits on any 
monitor, 25W 
Peak Power, 
Bass Booster. 

£14.99 


1 


f 



r\ Maxim Woofer 
300W PJWPO, Active 
Sound, Dynamic Bass 
Super Woofer, 3D 
Surround, Satellite 
Speakers, Power 

Supply. £64.99 



out this order form and post to: 

GAMEPLAY, ENTERTAINMENT HOUSE, 
aK>SS CHANCBiX)R STRST, L£H>S, LS6 2rc 

Have you ordered before? Yes / No 


Item description 


Price 


Postcode:.Signature: ... 

Tel:.Fax:. 

Cash □ Cheque □ Postal Order □ Card □ 



£ 


£ 


£ 


£ 


£ 

Optional express cheque clearance. If you are 

PAYING BY CHEQUE BUT DO NOT WANT TO WAIT FOR IT TO 
CLEAR PLEASE ADD £2.00 HERE FOR EXPRESS CLEARANCE* 

£ 

Posloge is FREE for oil games shipped within the U.K. Off p 

Oolionol NEXT DAY DELIVERY ovoilnble- {14 00 lor 1st ' 

rtem plus £1.00 for each subsequent item T/NTAI 
Ove^eos postage - £2.50 per software item ! w ! /\L 

£ 

£ 


I 

I Card No. □□□□□□□□□□□□□□□□□□ Expiry Date Issue No. □□ 

_ _ _ _ _ _ SWITCH ONLY I 

‘Please note that express cheque clearance does not apply to Building Society cheques. Sent to press 13/6/98 


Cheques payable to 'Gameplay'. 

Prices may be subject to fluctuation E & OE 









































































































































































































































































































































































The schiock horror of the gaoie is dead io the water when taken oot of the arcades 


O oncept: It's a gun game. Unique 
selling point: It's got zombies in 
it. That's just about the be all and end all 
of The House of the Dead. Walk into a big 
old spooky mansion and get set upon by 
hordes of the undead. The questionability 
of the genre as a whole can't be ignored. 
These 'on rails' shooting games are surely 
passed their sell-by date in these days of 
free 3D movement, so what does the old- 
style shooting gallery affair have left to 
offer? In the arcade it's a perfectly 
adequate 50p-eater. You chuck in ya 
money for a few minutes of exploding 
heads and splashing blood, then you move 
on. On a home system it's too limited. 

Why play this when you have the likes of 
Unreal and the new Quake II mission pack 
to get your teeth into? Obviously 
incredible OTT graphics and sound would 
make all the difference - as they did in 
the arcade version. Obviously, but not 
actually, because THOTD PC is dogged with 
some seriously iffy presentation and 
graphics even a 3DFX card can't wake from 
slumberville. You can still blow legs, arms 
and heads off the lurching undead, but 
without the impact or schlockability of the 
coin-op original. 

Rotten gameplay 

Despite the numerous programming and 
conceptual flaws which riddle the game like 
maggots in a rotting corpse, the premier 
problemo is the simple fact of there being 
no light gun available for the PC format. At 
the very least the feeling of having an 


If yoi’ve been iirte an arcade in the last twelve insnths, ehances are you’ll have plopped 
into Sega’s Iftrtea Cop/Jtes/M M hybrid - and now you can take it heme! 


a tew quid 


actual gun in your hand would have given 
the dead-eye-dick gameplay some degree 
of satisfaction. Using a mouse doesn't have 
nearly the same attraction. 

There are one or two okay peripheral 
features like alternate routes for 


points cannot possibly counterbalance 
all that's wrong with this title. 

Don't be tempted into parting with 
any money on the strength of the arcade 
version. In fact don't be tempted to part 
with any money at all unless you're on a 


Why play this when you have the likes of Unreal and 
the new Quake II mission pack to get your teeth into? 


shooting certain zombies or bits of 
scenery. The bad guys are also damage- 
sensitive depending on where they're 
hit. They can take a few body shots but 
blow their heads apart to put them 
down instantly. Such frugality of positive 


Monty Brewster-style mission to waste a 
great deal of money in a short 
amount of time. In the words 
of Alan Hansen, That's just 
not good enough at this 
level!' Miles 


Okay with 50p and 
a couple of pints down 
the arcs, but at home 
with a mouse and a 
monitor? Shhhaaww... 


^ui/d/ng the Ultimate PC^ 

I 

CQMPUTERWARE Lnt. 

01392 420100 
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Jack Charlton’s 
Soccer Nation 


Jack Charlton used to he a man we admired In the UPC office, hut not after he put 
his name to this shambles of a football management game. 




very footy fan thinks they could 
do better than the hapless soul 
in charge of their favourite team, whether 
it be England or Bromsgrove Rovers, and 
this explains the sea of management games 
which have swamped home computers 
almost since they first began. However, the 
presence of the mighty Championship 
Manager series makes it's a hard market to 
break into. To be fair. Soccer Nation swings 
a little more to the left in that it bears 
more relation to the current trend for 
fantasy football than it does a traditional 
management game. 

You can choose from several different 
European leagues, but the first thing you 
notice is that most of the teams are made 



The graphics don’t look good, but they’re aboot all 


up. Arsenal languishing in Division 2 while 
Warwick, for example, occupy the top 
flight. Sound odd? Well it is, at first. 

The whole thing is icon-driven, but in 
a particularly cliquey and clumsy manner, 
making navigation through the options a 
chore in itself. The beauty of CM2 is its 
simplicity. You can sit down and quickly 
find your way around the game without 
constant reference to the manual. 

rarcical faatasy 

There are all the usual training and 
practice options, as well as injuries, 
transfers, cup competitions and the like, 
but the main selling point of Soccer Nation 
is the online game. You can manage your 
side against dozens of other people around 



has to boast. Jack should be ashamed! 



the world to truly test your mettle as a 
top-flight soccer coach. It's a great idea 
and one that many management fans have 
been crying out for. 

Unfortunately SN falls short of the mark 
by some way. As mentioned earlier, it's 
more a fantasy football game than a 
management sim, and if you're into that 
kind of thing you might just be able to eek 
some enjoyment out of it. If however you're 
buying intending to play it as a single 
player game, forget it. It has the depth of 
a saucer - I managed to win the league in 
my first season simply by clicking through 
and replacing injured players at random. 

As a whole this is unrewarding; the 
match sequences are terrible and there's 
very little to recommend it apart from 
the laughably awful commentary which 
is amusing for about two minutes before 
unseen forces drive you to turn the 
speakers off. Avoid. Miles 
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leave them all behied. With the likea of meriBB Sim and Bark Sep 2 an their way te ennipletien, 
games such as KKMB: Krassfire have no chance nf cutting any thickness nl mustard. 



RELEASE 




WEB SITE 

www.beam.com.au 

PLAYERS 

1-8 

MEMORY 

16MB 

PROCESSOR 

P120 

GRAPHICS 

SVGA 

SOUND 

SB + 100%C 

CONTROLS 

KEYS AND MOUSE 

. 


An commendable stab 
at the RTS genre, 
but KKND will always 
flounder in the wake 
of the Command 
& Conquer series 


VERDICT 



OUT OF 100 


\Butidfng the ultimate PC 


\£aMmasamhm ltr 



H now-mature genre, the real¬ 
time strategy game - exciting 
at its origin and rejuvenated by the 
(critical, at least) success of Battlezone 
- still brings forth many sub-standard 
products insistent on blatantly stealing 
concepts from earlier games without 
offering much in the way of new ideas. 

The sequel to KKND: Extreme is as 
limited as the first game. Even though 
the graphics look interesting and 
detailed, they are outdated by the 
technology employed in games such as 
Total Annihilation, WarGames and the 
soon-to-appear Warzone: 2100. These 
titles are made much more strategic 
by their true 3D terrain, and thus they 
make 2D games now seem very 
primitive. 2D games tend to suffer 
from problems of losing characters 
behind buildings and awkwardly 
protruding landscape structures, and 



this game is, unfortunately, no 
exception. The only saving grace is 
the fact that the land and units show 
damage when inflicted. 

Mission Impossible 

On the mission side of things, you do 
have a choice of three armies, and 
though they're not as varied and 
exciting as StarCraft, they still provide 
alternative entertainment when you 
get bored of pushing agricultural 
machinery about in the form of the 
new Series 9 robots. The missions 
only really involve destroying the 
opposition, which can be done on 
most occasions simply by amassing a 
huge army of one decent unit and 
ploughing through the map destroying 
everything in sight. This might seem 
rudimentary, but if it works then 
there's no need to confuse matters. 



01392 420100 


This new game in the KKHB series retains the quirky humour and video clips of the original hut adds little else 




The individual commands given for 
specific units have improved from 
KKND: Extreme - they can patrol, 
guard, defend and repair, but, alas, 
there's no rally point. You still have 
all the resource business to deal with, 
which is monotonous. Mobile oil 
extractors have to be escorted every 
so often - they provide power to your 
unit factories and research centres, so 
they're best not forgotten. 

The extra army does give the game 
an edge over its predecessor, but to be 
honest, there doesn't seem to be many 
more advancements - the new map 
types aren't much to write home about. 
The enjoyment dies off after a few 
missions - that is, until you get the 
aerial units - and you soon get 
annoyed by the constant sound of 
machine guns and repetitive 
acknowledgments of your troops and 
vehicles as you feed them with the 
limited commands. 

On paper, KKND: Krossfire looks a 
better game than Total Annihilation, 
with more missions, simultaneous unit 
building and a map editor, but playing 
the game is a different story. The 
animations are not as detailed, the 
planes aren't as fast, the explosions 
aren't as dramatic, and the AI is not as 
cunning. I think we will have to wait 
for the next instalment before we get 
blown away by KKND. ■ 
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1 RBSBrVStiOn Forin | Please reserve me a copy of issue five of PC Strategies at the amazing price of £2.95 | 

If you wish to receive a copy of pCStrStEQIBS 
or want to place a regular order for 

'BRITAIN’S BIGGEST PC SOLUTIONS MAGAZINE’, 

then hand this form into your local newsagent. 

pcstrateoies 

pcstratBoiBS 

Name | 

Address | 


ISSN 1461-3867 Price £2.95 

Postcode Tel: 1 
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changed. Take for example Joint Strike 
Fighter. The game is way less than a year 
old - you can tell that just by the fact it 
supports 3Dfx. Innerloop's game is to all 
intents and purposes a flight simulation, 
but to separate it from the plethora of the 
jet sims available, the craft it promotes is 
one of the most advanced planes in the 
world. Using stealth technology, Boeing's 
X-32 and Lockheed Martin's X-32 are the 
planes of the near future. 

The game itself looks great, with 3Dfx 
and has some very sophisticated camera 
views to allow players more scope during 
play. For example, if you have problems 
taxiing to the correct runway for take-off, 
there is a top-down view so you can 
judge your speed much easier. Once in 
the sky the two planes handle very well - 
you can learn special manoeuvres to get 
you out of sticky situations in dogfights. 
The game has three modes of play - 
dogfight, campaign or multiplayer. To 
give the dogfight mode a bit more action 
(unrealistically), they have added guns, 
which seems a bit naff. The good thing 
about it is the fact you have wing men 
you can order about. Put them into 
formations around you, tell them to fire 
at will, and even loosen your workload by 
ordering them to destroy your target. 

As flight simulations go, this is 


much easier to get your teeth into, even 
without a satisfactory training mission 
(the manual is descriptive enough as 
long as you don't mind reading). 

Such a new game at such a low price, m 


iLliLllrL IIlIt [[[LLLllilL [:LLL[i[L^Lb 


of the films, but the poor syndng of the 
words to mouths means that Darth Vader is 
the only character you take seriously. It 
may be better to look for something like X- 
Wing l/s Tie-Fighter or even Shadows Of The 
Empire if you want something closer to 
experiencing the real Star Wars. At UPC we 
are all waiting on Lucas' RTS game. Force 
Commander to arrive later this year. H 


•k-k-k-k 


VFM 






Virgin: The White label 

fi14.sa 


I hese two LucasArts games (from 
■ '93 and '95 respectively) do not 

compare to the quality of Eidos' Joint 
Stake Fighter. Okay, you do get two for the 
price of one, but realistically they are both 
pretty much the same as the other. Anyone 
can be forgiven for being fooled by the 
FMV sequences, which do look very close 
to the film. The trouble is the gameplay 
does not extend much further than merely 
shooting at Storm Troopers or Tie Fighters. 
Both games are very tough to get the 
hang of, and aside from their lameness, 
are annoyingly addictive. 

Star Wars fans may want to buy this 
pack for the extra footage not seen in any 


Eidos Premier eoiieGiion 


udget games have come along 
way in the past few years. You 
used to pay £10 or so for a 
- three-year-old game which 

looked very out-dated 
and like something from a bargain bucket. 
In today's climate things have totally 
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and Elasi ships whizz by so fast you'll 
be lucky to get a shot in. 

Both games come with install and 
setup routines which interface the 
MS-DOS game software with your 
Windows 95 mouse and sound card 
drivers, so you get all the distinctive 
Star Trek sound effects and voice 
samples featuring the original cast 
members. All in all, for £14.99 you 
get two well-written games which are 
both great fun to play, especially for 
fans of the series. IS 


Publisher: Interplay 
Price: fi14.9S 


; I i first played the Star Trek: 

j * i 25th Anniversary graphic 

adventure on my trusty Amiga 1200 
several years ago, and thoroughly 
enjoyed it. Its low-res graphics may 
look a little crude by today's standards, 
but the style and humour of the game 
more than make up for this, and the 
standard of animation is superior to 
some recent games I could mention. 
Considering that 25th Anniversary and 
Judgement Rites were released in 1992 
and 1993 respectively, the gameplay has 
held up pretty well, which proves the 
original quality of the games. The 
puzzles are well planned, and the 
factual content is faithful to the 
original TV series. Given the fact that 
most trekkies (trekkers? whatever...) are 
inveterate nit-pickers, this is probably 
just as well! The only time you may 
have a problem is during the starship 
combat sections, when a fast PC can be 
a disadvantage. The Klingon, Romulan 


‘Analysis, Spock?’ ‘Most iliogieai, 
Captain. It appears to be Kojak. .. 


Pubilsber: fidos Premier Collection 
Price: 612.98 . 


S hadow Wairior is r 

an excellent 18- ^ y 

rated first-person hack- p i. 

and-shoot romp, written 
using the Build engine as seen 
in Duke Nukem 3D. The action runs along 
the usual DukelDoomf Quake lines of 
'charge around a maze of streets, corridors, 
rooms, and doors, shoot all the baddies 
with various big guns, find the key, then 
do it all over again in the next bit' The 
excuse for all this graphic and slightly silly 
violence is that you are a trained ninja 
warrior with cybernetic enhancements, so 
who's going to stop you? 

There are some really nice touches. If 
you leave blooc^ footprints if you walk 
near the bodies you have left lying around 
the landscape, some of the pools have 
transparent water which you can swim in 
(but kill the fish first!), there is dynamic 
lighting from explosions and muzzle 
flashes, and an assortment of destructive 
vehicles for you to drive about and 
demolish the scenery in. Like Duke Nukem, 
most of the objects in the environment 
can be moved and/or destroyed, and you 
have a huge amount of control over your 
character, such as being able to crouch, 
jump and of course, the vital strafe. 

The vital ingredient in Shadow 
Warrior is humour. Just like its blood 




relative Duke • 

Nukem, the brutal / 

slapstick comedy gives 

the game a distinctive • ; " 

flavour. From being stung 

to death by a hornet to 

being nibbled to death by Koi carp, 

Shadow Warrior is painfully funny. 

This budget release is made 
doubly good value, because not only 
do you get the full eighteen level 
registered version of the 
game, you also get ■ 

shareware versions of several p 

other Build-engined games, 
including the mighty Duke 
himseif. Shadmur Warrior 
is playable over the ^ 

Internet, LAN ■ 
or serial link, 
so you can 

massacre your ^ ' 

mates fo r ^ 

a lauqh.i""!^^ / 


fun and games with grenades 
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of lhi‘ 

WORLD 


WI-IO’S WHO 
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making a more in-depth product like 
the History of Europe or something. 

For instance, if you are after recent 
history of Great Britain, all you get 
here is, 'UK forces fought in the Gulf 
War in 1991. Hong Kong was returned 
to China in 1997. The growing 
influence of European Union remains a 
divisive issue in British politics.' That's 
your lot. We all learnt more than that 
about our country when we were at 
school, so to think of this as much of 
a supplement to homework is a bit of 
an overstatement. 

The History Quest, a light quiz, lets 
users test their knowledge of six 
topics, all linked to the topics covered 
in the CD-Rom. The Who's Who section 
is more thorough, but still is lacking in 
certain areas. The whole product looks 
fancy, with plenty of photos and maps, 
but - again - nothing you couldn't get 
with a decent book. That is primarily 
the problem with many of these CD- 
Roms - for £39.99 you could buy a 






» CULTURE 


T iNNOVATlONS 


miUTDAYUfE 


DOCUMINTS 


selection of history books. But that 
wouldn't be so much fun and you 
wouldn't have the 3.5 hours of audio 
(most of the time reiterating what is 
on screen) or 25 videos. 

Not likely to keep children inside 
during the holidays, that's for sure. ■ 


I he original Eyewitness History 
■ of the World was half as big 
as this, which either means this one is 
exceptionally huge, or the first was a 
bit of a cop out. To be honest, looking 
at this CD-Rom, there is not that much 
detail in here. It still seems far too 
general - they would be better off 


Obviously more packed thao tbe 
first title, but does it provide as 
much information as a decent book? 


A well presented 
package, but 
lacks substance 


GODEBREAKER 


Marshall Media 
Price: E24.99 
017! 929 0079 


The Website allows you to get a 
bit more for your money once you 
have bought Codehreaker 


Mm odebreaker is a new title from 
—— Marshall Media - a game that 
will test your codebreaking skills... and 
you could win £1000 in the process! Not 
a bad way to make some money. All you 
have to do is work your way through 
four worlds which will test your lateral 
thinking. The codes include Morse and 
Semaphore on one hand, and more 
numeric codes and musical notation on 
the other. To add to the package you 


ongoing entertainment. Okay for 
holidays and Christmas, perhaps. ■ 


get a 48 page book, which is quite 
interesting in its own right - similar to 
those books you get for Christmas from 
your gran. Nice images, shame about 
the Braille that's no use to the blind, 
but we know it's just another code to 
break! The CD-Rom looks pretty but is 
not really gripping enough to provide 


Brain-teasing, but it's 
not really going to test 
your IQ levels much 
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strong. Activities include a secret 
diary, and an invaluable language 
tool called Vocabulary, which allows 
them to learn useful phases and 
words that they will need to strike 
up conversations with potential new 
friends. Even though the Internet is 
a friendly and easy place to meet 
people using email anyway, this 
product offers many features to make 
things even smoother. With any luck 
you can expect to see it making its 
way into schools for the new term. ■ 


the reply, and then call it a day. 

Obviously things have 


^ moved on since those 
halcyon days. 

This product has been localised 
|;i in seven different languages so 
that 'Mouse Mates' can speak a lot 
gi easier to each other using the 
|| Internet. The product is linked to 
U a Website which allows kids to 
post up and download letters, 

^ pictures and photos and send 
them to each other. 

You also get one month's free 
Internet access with the promotional 
offer. On the down side, the general 
design of the package is a bit 
lacking, and a bit more time could 
have been spent on details like the 
music, but as a tool this is very 


An innovative and 
exciting new way to 
make foreign friends 


I his is the first time we at 

_ ! _ Ultimate PC have seen a title 

like this - an online CD Rom that is 
aimed at children to help them 
communicate easily with people 
around the world via the World Wide 
Web, and in a fun environment. 

We all remember the times when 
we use to write to pen pals in far off 
countries, as arranged by our 
teachers at school. You would write 
one letter, not understand a word of 


A nice idea and it may take nff in 
scliQOls, but if you have e-mail and 
plenty of friends then don’t bother 


(^IIm Rsgistratkin 


visit to Dragondale. Just Grandma 
and Me was created by author Mercer 
Mayer, whose Litter Critter visits the 
beach with his Grandma. Obviously 
aimed at a very young age group, it 
is easy to see how kids could love 
the character and enjoy learning in 
this way. It shows what can be done 
with the CD-Rom platform. 

On a more adult tangent, you get 
Click Art - a graphics package for day to 
day personal use, but certainly not a 
professional title compared to say, 
Photoshop. For similar uses you also get 
Pnnt Shop Deluxe, which looks to be 
limited to the designing of postcards 
and posters, but that would be about it. 

Overall the children would come off 
the winners with this package, so you 
are only really looking to get three 
decent titles here. Myst can probably 
be bought for around £10-15 
ij separately anyway, so that 
has to be considered. ■ 


Broderbund 
Price: £49.99 
01429 85S000 


I his collection of five products 
■ may seem quite expensive, but 
if you find yourself interested in four 
out of the five titles then it may well 
be worth a purchase. First up you have 
the classic point and click adventure, 

^ Myst. It must be one of the bestselling 
adventure games of all time, and its 
sequel. Riven, is even better. 

The game is a telling tale of 
mystery and adventure. Players travel 
to a distant land to piece together a 
tale which you would never believe 
unless you witnessed it. The graphics 
still hold up as being top notch and 
the game even works on an 
educational level, what with all the 
puzzles to solve, etc. Also in the 
pack there are a number of titles for 
the younger audience. Darby the 
Dragon is another point and click 
game where you join the green 
dragon and his sister. Sparkle, who 
requires your help to turn her back to 
her full size. There are many 
activities to take part in during your 


Cfliflurful, a few years old, 
but still a great product 
for the youths of today 


It may be worth 
hunting out a few of 
these separately 


Bright lights in the sky... what could it mean? 
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K lizzard have announced the 
release of the official 
expansion pack for StarCraft - 
the great real-time strategy game that 
was released to worldwide acclaim 
earlier this year. Brood Wars takes the 
saga of galactic warfare on to the next 
stage. Again we will see the three main 
forces - the Zerg, Protoss and Terrans - 
vying for domination. By all accounts 
the Zerg have suffered badly, whilst the 
Protoss are trying to reunite with their 
Dark Templar mates with the aim of 
rebuilding their planet, Aiur. The woman 
you see here is Kerrigan; the Zerg Queen 
of Blades must face the wrath of the 
Terran Emperor Mengsk I. 


weapons such as the Terran Valkyrie, the 
Protoss Corsair and the Zerg Devourer. New 
units include Medics, Lurkers, Corsairs and 
the Dark Archons. Online fens will be well 
up for the 100 new multiplayer maps. 
Expect to see it by Christmas. » 


The game will feature three new 
campaigns (24 scenarios) with plenty 
of new landscape types, including the 
frozen wastes of the Dark Templar and 
the war torn land of Korhol. 

Blizzard have also created a few new 


New add-on fun from Blizzard 


they are standalone games in their 
own right, but which do offer new 
missions, units and action for 
established games which fans may 
not want to miss out on, i.e. Redneck 
Rampage Rides Again. 

Interactive Magic have been 
working hard on last year's Seven 
Kingdoms to provide an improved 
version of the game. There are now 
ten civilisations to play about with. 

All can be allied together, and you 
still have those awkward little spies to 
have to deal with. The new version is 
said to have new terrain, fifteen new 
scenarios, and a bunch of awesome 
new gods. It sounds as if designer 
Trevor Chan has listened to many of 
the players' requests too, so if you 


have e-mailed suggestions to the 
developers, your ideas could well be in 
the new game. If you have already 
purchased a copy of the original game 
then you can send it back to 
Interactive Magic with an extra £5 and 
they will send you the update. If not, 
it's available now for £29.99. 


I here seem to be a few 
* companies releasing titles 
at the moment which don't exactly 
qualify as expansion packs because 


Not striGtl]! an aM-eo ’eos you get the 
origioai gaoie, hut hey, we don’t fear change 
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plane, the AWACS, and iHM 

three other 

aircraft. The 

game contains 

real-time adventures ' 

where you have to fly the 

President safely from Moscow to 

London, for example. This obviously 

means there is new scenery for the 

main Moscow airport and other 

important landmarks in the area. 

The add-on will retail at £19.95, so 
if you think you are tough enough to 
fly a KC-135A Stratotanker (sounds 
more like a Fender guitar), then this 
could be your thang. There are plenty 
of add-ons for Microsoft available, and 
no doubt there will be more on the way. 

Also worth mentioning is the fact 
that Microsoft themselves are bringing 
out a World War II game called Combat 
Flight Simulator that uses the Flight 
Simulator '98 engine, so that could be 
worth waiting for, even though it will be 
a full price standalone release. (Though 
it may be, it shouldn't have been. We 
will have to wait and see) ' 


j II ata Becker follow up the 
i _?fL. J release of 747 - the 
successful addition to the world's 
most well known flight simulation. 
This took players up in the air in 
some huge beasts, courtesy of 
Lufthansa. Their new title. Special Air 
Mission, includes the US President's 


Yet another add-on pack for 
Microsoft - get ready to take to 
the runway. More of the same? 


CmbatnigM Simulator. Not the most exciting name 


four new civilisations (Carthage, ■ 
Palmyra, Macedonia and Rome), new 
units (camel riders, spike chariot, 
slinger, warship and armoured 
elephant) and campaigns all centred 
around the rise of Rome. Obviously 
all of the new buildings (25 in 
all) will be classical Roman in 
style, so we can ^ 

expectamphitheatres and /' 
the like. They also plan ^ ■ / 

to make all the maps -Jr' 

larger than before \ 

(which was one 
the complaints '' 
about the first game), and 
new terrain types look 
set to give even more 
variety to the game. Expect to battle 
across mountainous highlands and 
the peninsulas of the Mediterranean.-' 
The pack is being developed by 
the makers of the original. Ensemble 
Studios, and though they haven't 
released any screenshots of it yet, we 
can be assured it will look as good, if 
not better than the first game. " 


HH icrosoft have been inspired 
enough to recognise 
people's desires for new Age of S 
Empires product, and are about to * 
act on it. Obviously you will have 
heard of the sequel (due out early 
next year) with its improved graphics 
and bigger (to scale) buildings, new 
animations and civilisations to 
conquer. Well, for Christmas you will 


be able to purchase an expansion 
pack called The Rise of Rome. This 
addition to the original real-time 
strategy game will focus on the 
Roman empire. The pack will feature 


If you oan’t wait long enoogh to see the 
Hge oflmpires sequel, then the expansion 
may well be what you are after 


II rigin have plans to release an add-on 
for Wing Commander Prophecy to be 
called Secret Ops. The mission disc will have 
up to 50 new missions, but at the moment ^ 
the new missions are aimed at Internet users 
for downloading rather than an actual product, 
even though you will be downloading nearly a 
whole game. If you are interested, visit 
www.secretops.com for more information. 
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This is the first thing you see when you land - a big pool of water with your torpedo-shaped pod nose down 


EXPANsion 




in the deep mud. With that sort of impact trajectory you will need the first-aid to sort out your whiplash 


things took essentially very familiar. All the 
weapons you hold initially are the same as 
we are used to, and most of the texture 
maps look similar too. The first major 
difference comes in the form of a new 
monster, called Gekk, that does a nice line 
in leaping right at you from nowhere and 
often attempts a bit of breaststroke when 
the mood takes him. There's also some 
natty inner body lighting when he 
explodes and covers you with acid. They 
jump about in packs and hunt you down, 
but they're not too hard to deal with. 

Other than this chap there's a Repair Bot 
that's new, but that's the extent of the 
new monsters. They have modified some of.^^ 
the other enemies, such as the Ripper 
Guard. Now there's a body-shredding Ion 
Ripper, Brains now has Lasers in his eyes, 
and that lovely lass, the Iron Maiden, has 
heat-seeking rockets, so you'll have to 


curb your affections when she's about! 
There are other changes, but hey, I don't 
want to spoil the fun! 

Once in the Strogg fortification, things 
again return to old ground, with familiar 
bipedal opponents getting in your way and 
the same old clips and grenades littering 


Early days yet, but I’ve spoke to id 
Software and I think they’re keen! 


Publisher: Activision 
Release: Out Now 
Price: £14.99 


1 his expansion pack for Quake 
has been a long time 
coming, or so it seems. So much so I 
had a stab at starting to make a few 
levels of my own using that Virtus 
Deathmatchmaker, but soon realised 
that there weren't enough hours in the 
day! Lucky this thing turned up... 

Some people have been a bit negative 
about the whole idea of an add-on for the 
game, what with Quake 3 now being 
shelved to be replaced by Quake Arena 
(pretty much a multiplayer-only game) and 
the fact that there is another add-on on 
its way to us soon - you wouldn't be out 
of order if you thought id and Activision 
were milking this fantastic game until it is 
a dry old donkey. But with all that 
negativity behind us now we have the 
game, it's time to sit down and actually 
see what you get with the new pack. 

OBitiaHthTfijonKl 

Well playing through the initial stages, 
where you land on the new planet 
Stroggos and start to explore the place, 




























The new weapons sure make a meal of the bad quts, even with their tweaked physiques 


So when it comes down to the facts, what 
you have here is 18 new Levels (pretty 
good), a few new weapons to wield, a 
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the slightly altered floors. Gameplay-wise 
there's no change here either - more 
switches than you can throw a grenade 
launcher at, and enough lifts and 
submerged tunnels to make you feel lost 
before you've even got your bearings, let 
alone oiled them. Later in the game you 
get to ride in an alien spacecraft and visit 
a secret moon base, which is not 
something you can do every day! And once 
you've wrestled with that lot, there's more! 
For all you multiplayer freaks out 
there, you get six new levels to 
stretch your legs in. Not that you 
can't get loads of stuff off the Net 
like this, but it's 
somehow more exciting 
knowing that they have | " 

been designed by the 
original team. They have | 
provided a few new I 

weapons to get to grips ft : 
with - the best by far is 
the Trap. Bit of a rip-off 
of the same device in 
Ghostbusters, but very 
cool all the same. The 
Phalanx Particle Cannon is 
also a joy to use - it chucks 
out two Magnesium slugs at high 
velocity on request, but is very 
dangerous to the user at close range. 


couple of new beasties (but hardly a zoo's 
worth), some new landscapes and, overall, 
it's handy for multiplayer. 

Remember the game requires the full 
version of Quake II, unlike some of these 
new expansion-come-standalone games, 
and also that you will see another one 
coming along soon that you may be 
tempted to buy. But at the end of the day, 
if you're a Quake fan, then you won't want 
to miss out on these new chapters in the 
adventure. Like most people I expect. 

Quake II equals mulf player over LAN with 
a bunch of mates (well it is here at the 
Rapide offices 

anyway), so just _ 

a few new 

weapons and jiQyn|^ I 


maps doesn't seem much in the way of 
value for money - it all depends on what 
you are after. This add-on does represent 
an advance on the original game, and I 
guess we should make the most of these 
packs if we're not likely to see a new single 
player version for a while, if ever!fl^^ta 


The new environments are a sight 
for sore eyes after running about 
the familiar bases. Bring ‘em on! 


I VERDICT 

I Value For Money 
New Features 
Extended Gameplay 
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Lula and her Sexy their ugly heads again this mnnth, as dnes the age-nid prnhlem nf which 3D 

graphics acceleratnr td chnnse. Still, at least nn-one’s cnmplaining ahnut the price of games this monthl 
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M laving teamed up with Microprose, we're 
offering a copy of the delectable Worms 2 for the 
writer of each month's Star Letter. Worms 2 was 
reviewed in Issue 3, and thanks to its improved 
graphics, superb gameplay and riotous multiplayer 
mode, scored a well deserved 92%. For the authors 
of the other letters printed each month there's a 
free title from Microprose's PowerPlus range. 

Please remember to send your address 
whenever you write in so that we can ensure that 
those who have a letter printed receive 


50 , as from the next issue, we'll be putting a little 
'3D' logo beside all of those that do in an attempt 
to clear up any confusion that may exist 

Complement&and 
reqinreir aovice 

EDour PC magazine beats all the others by 
far! I can pick out loads of reasons why this is 
so: I definitely love your tips, cheats and 


■.';L ^il lli { r '.Jt.i -' .L.. 

CD and the occasional tips book, which I find 
most enjoyable! 

Anyway, I will cut to the chase. When I 
bought my PC I had an internal modem 
installed (33.6 bps), and - only about a year 
later - I have just started to use it. I don't 
have Internet access, as I would find it too 
expensive (or my dad would!). Me and my 
friend bought Red Alert and Command & 
Conquer each a few months ago, and once 
completing it decided to play each other over 
the modem, which we find great fun. But now 
we are finding it a bit boring, so we tried to 
see if you could play Quake II over the 
modem, but you need the Internet, which we 
do not have. And looking at other games I 
also found that you need the Internet to play 
multiplayer. Why is this so, and could you 
suggest any games which you don't need the 
Internet to play multiplayer with a friend? 
Simon Handley, Worcester 


3DFX? I don’t think so 

H just wanted to write in and tell the people 
of Great Britain that there is a game out there in 
their local stores which is just packed with realism 
and great gameplay, and is shouting out 'Buy me, 
buy me!' I mean this game is just so good that I 
went through two weeks of no social life and being 
a sad case just so I could save up and buy it after 
reading the brilliant review of it in Ultimate PC. 

Now the game that I am talking about is World 
Cup '98. Yes, yes I know that you have all played 
the demo of Rood to the World Cup, which I also 
had, but this game is much better than that, and 
if you like football, you'll love this. And you don't 
need 3DFX to play it with excellent graphics. 


Enough of that. I want to also add to Ultimate 
PC that some of your demos which are issued are 
just for 3DFX graphics cards, which can be 
annoying, because I usually read the little 
review of your demos and then I happily go and 
load a few demos up to find that you need a 
3DFX card to play. 

Ata Shahbazi, London 

More and more of today's games require a 
dedicated 3D graphics accelerator cord to run them 


' " ^ i 

Limited to modems 

I’ll start in the usual way by saying how 
good your magazine is and what value for 
money it is, especially with an action-packed 


Accessing the Internet needn't be any more 
expensive than making a local phone call, which 
is what you're making every time you ploy your 
friend through a direct modem-to-modem link¬ 
up, except for a small monthly fee that you 
hove to pay to an Internet Service Provider 
(ISP). Netcom and other such ISPs will charge a 
flat monthly fee of around £15, and this gives 
you access to the Internet via a local number. 
This means that at weekends and in the 
evenings you shouldn't be paying any more than 
a penny a minute for your 'surf time. If the 
monthly fee is what deters you from hooking up 
to the information superhighway, then there's 
always gomes like World Cup '98 that you can 
ploy via a direct modem-to-modem link-up. If 
it's first-person action games you're after, then 
Duke Nukem 3D and several of the older games 
can be played this way. Unfortunately, all of the 
new gomes in this genre can only be played via 
the Internet. 


Play Electronic Arts’ Warlil 
Cup '38 via a direct modem- 
to-modem linkup 


WIN it WORM! 
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solutions as they can be most 
helpful in the worst of games' 
bottomless pits. I think you 
should keep doing the superb 
gallery of tips because they can 
help me a lot, and they most probably help 
millions of other people as well. I particularly 
enjoyed using the Men in Black solution in the 
March issue. 

Finally, I wouldn't mind if you could give me 
some advice: 

Which type of 3D graphics cards are the best? 

Should I buy C&C: Tibehan Sun or Civ III when 
they come out? 

Would you advise that I buy Settlers IIP 

David Priestly, Middlesex 


We're glad you like the magazine, David, 
although, as you'll find out later in the 
magazine, we're looking to refine and tweak 
certain areas of it over the next couple of months 
to make it look and read even better. Anyway, in 
answer to your first question, we believe Orchid's 
Righteous 3D represents real value for money, as 
does Videologic's Apocalypse Power VR. These 
cards are all based upon first generation 
chipsets. For more powerful 3D graphics 
acceleration you con read our review of several 
new second generation cards later in the 
magazine. As for whether you should buy C&C: 
Tiberian Sun or Civilization III, well it's hard to 
say, as we haven't seen anything on Civilization 
III yet. Microprose, who are to publish the title, 
are keeping very quiet about the new gome, and 
we don't expect to see or hear anything until 
later this year. C&C: Tiberian Sun looks fantastic, 
but you'll have to wait for our full review until 
we con give you a more definite answer os to 
whether it's an essential purchase or not. In 
answer to your lost question, the same con be 
said for Settlers III. We won't be able to give 
you a concrete answer until we see reviewable 
code, hopefully around September. 


Goldeneye 


own a PlayStation and a PC. I only used to 
buy PlayStation mags. The reason being was 
because all the PC mags were rubbish. I bought the 
last issue because my local paper shop didn't have 
any PlayStation mags left, so I picked up the 
cheapest pornography mag, but cause I'm only 12 
he wouldn't sell it to me, so I put it back and 
started to look for another mag. I found a really 
cheap PC mag which went by the name Ultimate PC. 
I only bought it because it was so cheap and it 
had two demos attached to it, but one day I was 
feeling bored, so I started to read it and I was 
astonished at the eleven previews and the fourteen 
in-depth reviews. I also found myself chuckling at 
some of your sad little jokes you made. I also 
found the mini-tips were very useful. So now I 
don't just buy the mag for the demo disc. 

Anyway, getting to the point of my letter, I 
would like you to answer my question: could you 
please tell me if Goldeneye is available for the PC? 
If not, will it ever be available and when can we 
buy it? I would also like to know if they will be 
making a game out of Tomorrow Never Dies, and if 
so, when will it be available to buy? 

Peter Baines, Rotherham 


We're sorry if our review of Lula caused you any 
offence, Jae. We knew Lula was going to be a 
controversial title, but we felt the gome still 
justified a full Ultimate PC review. We appreciate 
that not all games are suitable for younger 
readers, but we hove to cater for a wide spectrum 
of gomesployers, not just the younger market. We 
realised that there may be a problem with 
reviewing eighteen certificate games though, and 
that's why we now clearly mark which gomes 
have received on eighteen certificate and are for 
on adult audience only. 


Gensible choice 


hanks for bringing me my Sensible Soccer 
wallchart, well worth the £3.95 (as you are 
every month). 

The other week I bought the brilliant (but 
ancient) Frontier - Elite II. I used to own this 
game on the Amiga, and now I have the 
advantage of smooth graphics, but I would like 
to know if a sequel is forthcoming. I remember a 
few years ago hearing of Frontier 2, but I can't 


Unfortunately, Peter, there are no plans to 
release Goldeneye on the PC. We all know 
how great the game was on the Nintendo 
64, but for whatever reason, the decision 
has been made and we will not see this 
game on the PC. However, MGM ore working 
on Tomorrow Never Dies and we'll hopefully 
see this in the shops around Christmas 
time, or perhaps early next year. 


Lula stirs up trouble 

liliUhen I was looking through the reviews of 
Issue 7, I came across a game called Lula, The Sexy 
Empire. I was really astonished to find such a game 
reviewed. I do think you should think about the 
younger readers as well. 

Once I went to school with the UPC mag in my 
bag and showed my friends the game. They all 
shouted "Do you know what this means? He likes 
the game!" and I was so embarrassed that I cursed 
your mag. 

When I arrived home my mum checked my bag 
and took a glance over Die By Jhe Sword and Lula 
- she was furious! That night, I starved and the 
dog got the dinner and I was banned from my PC 
for a month! 

Don't you think you should show some sort of 
lead in this area and consider where such reviews 
might lead people? 

Jae Won Hee, London 


CBC: Tiberian Sun - better than Civilization 1117 Who knows... yet! 

remember seeing anything since then (especially 
in the shops). I don't suppose you could give 
David Brabham a little nudge... 

Thanks for your time. 

Steve Calcott 

Of all the World Cup wollchorts we've seen over 
the last few months, we believe our Sensible 
Soccer one was definitely the best. Obviously 
we're going to soy that anyway, but we 
genuinely thought it booted all others off the 
park, so we're glad to hear that you liked it as 
well. On the subject of David Brabham and 
Frontier 2, David's currently working on V2000, 
which is due for September, so there ore no 
immediate plans for a new Elite gome. However, 
we wouldn't be surprised to find this to be his 
next project. 


Sei)sible 


SOCCER 


The Smsme SBceer World Cup wallchart went down well 
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xhausted from 
this year's E3 in 
Atlanta, I've still 
managed to put together 
another action-packed 
multiplayer section for 
you this month. 

My feature for the 
issue looks at how sports 
games are now becoming 
quite popular in 
multiplayer mode over 
the Internet. Several 
companies are now 
producing not only 
dedicated multiplayer 
sports titles, but ones 
with special Net 
capabilities such as Blue 
Byte's recent Came Net 
Match, which, as the title 
of the game suggests, 
offers gamers the 
chance to play tennis 
against people from all 
corners of the globe. 

Reviews this month 
include Godzilla Online, 
another movie game 
available at Gamestorm, 
and Heat.net's NetFighter 
which, as you'll find out, 
isn't quite the best of 
games around. 

And how could we forget 
Cyberspace, where four 
different PC game-related 
home pages are put 
through their paces. 

Please feel free to 
email me with any 
comments or questions 
you have concerning the 
wacky world of 
multiplayer gaming. 

Enjoy the section. 


FEATURE 


Why not spice up your life by checking out this month's feature, which looks at 
how sports games are becoming more popular over the Internet. Which ones 
are available? All of your questions answered. 


We thought that Godzilla was dead and buried, but he's back in his very own 
online game. He's put to the test this month, along with Heat.net's NetFighter. 


Blimey, I'm running out of things to say about Cyberspace... Well, it's reviews 
of PC game Websites, isn't it? Ahh, that wasn't too bad was it? 


this year's E3 show there 
were a lot of dedicated 
Internet games around, but one 
received a lot more attention than 
others - Fireteam by Multitude. 
Hundreds of gamers visited the 
company's stand to take part in the 


game, with the chance to win prizes 
available. Fireteam can now be played 
once it's been purchased from their 
Website (www.fireteam.com) and it 
includes an audio headset to make 
use of Team Talk technology allowing 
team-mates to chat to each other in 


the game, just like a real SWAT team 
And it's important that you work 
with your team, otherwise you may 
find that you won't be welcome 
in future games. 

You can expect a full review of 
the game pretty soon. 


Simon Lovell 
simon@rapide.co.uk 


When buying the boxed version of Fireteam you are provided with a headset which enables you to talk with your team-mates. Just like a real SWAT team! 
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HIIH espite being released back in 
mi ^997 by Headland, the 
multiplayer game netWAR has only 
recently been added to Gamestorm's 
(www.gamestorm.com) catalogue of 
multiplayer games. Up to 30 people 
can enter the real-time online warzone 
to exchange battle secrets, gain the 
latest game information and scores. 
One of four different characters can be 
chosen, as well as several different 
battle modes, including Deathmatch, 
Team Battle, Mayhem, or for newbies, 
Basic Training, which is probably the 
best option to start off with. 

A selection of vehicles can be 
played with, including tanks, boats, 
helicopters, and even jetpacks! 


■ he first Quake II mission pack, 

_ The Reckoning is already out 

there, and online gamers are thankful for 
the new weapons and dedicated 
multiplayer areas. However, this isn't an 
end to the Quake multiplayer saga for 
the moment. As people wait for Quake 
Arena (see news at front of mag), gamers 
will be able to get their hands around 
the second mission pack called Ground 
Zero. Even more weapons, power-ups and 
levels (plenty of multiplayer ones, of 
course!) will be featured, which will 
again extend the life span of Quake 11. 
More information can be found at 
Activision's Website located at 
www.activision.com, funnily enough. 


The second Quake expansion pack 
is sure to excite online gamers 


why selected companies are beginning 
to implement Internet options into 
their sports titles. 

The reason for sports games not 
being made Internet playable in the 
past is quite possibly due to a lag 
problem. Because most of them are 
paced at such fast rate, it makes 
playing almost impossible. What 
would be the point in participating in 
a multiplayer game of tennis over the 
Internet if after the ball was hit by 
one player, it bounced on the 
opposing player's side before they 
had even seen it being struck? 

Fortunately, due to modem speeds 
increasing these days and companies 
discovering new ways of making 
servers a little more speedy, this isn't 
really a problem being encountered, 
and lag is constantly being reduced. 


I t's only recently that we've 

_ ! _ seen sports games with 

Internet support (excluding car racing 
games, which there are loads of). 

Sure, there have been plenty of titles 
that support local area networks, 
serial cables and modems, but since 
the introduction of Net playable 
games, these options don't seem to 
be as widely used. Chances are you 
don't have two or more PCs linked 
together at home via a LAN, or even 
serial cable. And even if you did, 
what's the point in using them to 
play, for example, a soccer game? 

Why not simply attach two pads and 
play against your mate on the same 
screen and avoid lag? 

Sure, there are some exceptions to 
the rule for games like Motorcross, 
which may not have a split screen 
option. In this case, if there isn't an 
Internet option, the only way to play 
against a mate would be to used a 
serial cable, LAN or modem. We have a 
LAN here in the office, but it's used 
for games such as Unreal and Quake II. 
However, when there's the opportunity 
to challenge a friend in India, or even 
compete against strangers from the 
other side of the globe, the option of 
a multiplayer sports challenge seems 
to make a little more sense, and that's 


Aclua Soccer CluU EUitiou is just 
one of a few soccer games which 
can he played over Wireplay 


Of course, here in the UK, the most 
popular sport to play as a multiplayer 
game is soccer, and the first footie game 
with Internet support was Actua Soccer 
Club Edition over Wireplay (okay, so 
Wireplay isn't strictly an Internet service, 
but it's closer to one than a LAN or serial 
cable, so we'll allow it in on this one). 
More recently, Actua Soccer 2 has arrived 


on Wireplay, which although doesn't run 
at a perfect speed, works well enough to 
enjoy, and that's the main point that 
should be raised with sports titles. The 
annoying thing about this game though 
is that the host of the game decides on 
the opposing playeris team, which could 
mean that you'll be playing as Japan - 


Wireplay 


The games network from BT 
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I / i V nother game 
L ' .1 to look out for 
is Blue Byte's Game Net 
Match, which, as the 
name suggests, has been 
developed with Internet 
play in mind. 

I played a preview 
version of the game, 
and it played very . 
smoothly, which is Jr. 

very important 3 / J 

game of tennis. f i 

Due to some | / 
players not being If 
as good as others, 
they've also incorporated 
a selection of chat areas 
for both amateurs and 


professionals, so matching yourself 
up against someone of a similar 


are on offer, as well as characters 
to choose from. Be sure to look 
out for a full review of Game Net 
Match in next month's edition. 




and we all know how they perform in 
competitions. The exact situation 
arose in a competition we had against 
rival magazines. Cheating sods! 


players aren't actually competing 
against each other at the same time. 

Currently the Internet Gaming 
Zone is supporting Golf'98, for which 
you will require a boxed copy of the 
game to play. If, on the other hand, 
you'd prefer to tee off without having 
to buy a full priced game, you can 
opt for Jack Nicklous Online Golf Tour, 
which can be downloaded for free 
from www.gamestorm.com, though 
you will need to sign up with the 
service, which costs around $10 
each month. 


IT’S NOT All 
SOCCER... 


Fortunately for those who aren't fans of 
soccer, there are a growing number of 
other sports games which can be played 
over the Internet. Quite a popular 
choice at the moment seems to be golf, 
which despite not being as fast-paced 
as some others, does have its benefits, 
with lag not such a huge issue because 


It’S not all soGcer you know, 
there are quite a few American 
sports games to play over the Net 


That's not all for golf though - a 
couple of other alternatives are 


MUimfitimm 


PLAYER 


Blue Byte have recently released 
their online tennis title, Game Net 
Match. Expect a review soon 



iiy 
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1 / ability isn't too much of a problem. 




1 / Like most tennis games, a 




%/ selection of courts and locations 



SR9|F|«if 

hl\ 


1'^ 

|k^[ 

j! ■ 

|i_ ^ 



ULTIMATE PC ISSUE TWELVE AUGUST 1998 





























AUGUST 1998 ISSUE TWELVE IIITIMATE PC 


ilnr» 


n he best way to play a sports game 
over the Internet is to connect up 
to one of the many games services. 

Here are the Web addresses of the 
most popular ones around: 


Wireplay: www.wireplay.com 
Heat: www.heat.net 


Mplayer: www.mplayer.Gom 
Gamestorm: www.gamestarm.Gom 
Internet Gaming Zone: www.zone.Gam 


available, including Gremlin's Actua 
Go//via Wireplay (www.wireplay.com) 
and Links LS '98 over Mplayer 
(www.mplayer.com). As you can see, 
golf fans are well catered for! 

Due to the fact that most of the 
online games services are based in 
the USA, American football games are 
also quite popular, with Mplayer 
supporting a couple of games, 
including ABC Monday Night Football. 
Heat.net also supports a few American 
sports games, including one for 
baseball fans, Hardball 6. 

Not all games require a games 
service such as Mplayer and the 


in 

B I ■ espite Monster Truck Madness 
2 being on the poor side, 
Microsoft should have better luck with 
their next sports simulation, Motorcross 
Madness, which will sit alongside a 
selection of the company's other 
multiplayer games at the Internet 
Gaming Zone (www.zone.com). 

Speed, balance and - more 
importantly - guts are required in the 
game, which will have up to ten players 
taking to the skies in a bid to make it 
to the end of the race in pole position. 
Achieving the status of race winner 


It’S not for everyone, but 
American football is out there for 
those who can handle the pace 


Internet Gaming Zone though. You will 
find that new full price games will 
include their own Internet servers 
which can be connected to directly 


from the boxed version, avoiding the 
fuss of loading up a Web browser. 

Currently this seems to the complete 
state of play with Net-playable sports 
games, but over the forthcoming 
months we should see a steady increase, 
which is great news for everyone. 


isn't as easy as other racing games 
though, with jumps so high they'll 
sometimes leave your rider flying 
halfway across the course. 

For the more crazy 


amongst you, the 
stunt mode is even 
more daring, and a 
winner is decided 
on by the amount 
of tricks made in 
the air and the 
points gained. 

It's one to watch 
out for, and we'll 
certainly be 
reviewing the 
game just as 
soon as it's 
made available. 








GAMESORM 



























Fans Df the classic 50s shew Gcdzilla will be happy this eiseth as we have a review of the new 
enline Gedzilla game, and if yon enjoy beat-’em-nps, Helflgllter receives the treatment... 

St Biilzilla OnliBE __ 


I f there's one fictional character which most of us 

■ have heard of, it's Godzilla. And as you've probably 
heard, the 50s character has recently been re-born to star 
in his very own film by Fox - and what a good flick it is 
too. This has prompted Mythic Entertainment to release a 
dedicated Internet game based on the movie. But the 
company aren't new to such ventures - they were also 
responsible for bringing Net gamers Aliens Online, which has 
proved very popular over Gamestorm. Godzilla also arrives at 
the same online gaming service, offering games players an 
action title with quite a few nice features. 

Users control one of three different characters. The 
most enjoyable option is to either play as a Soldier or 
Baby Godzilla. Soldiers get to pick up a selection of 
different weapons to battle with, including rifles, rocket 
launchers and so forth. Godzillas get to claw the enemy to 
death, and growing into a larger monster can enable you 
to breath deadly gasses. With either of the two, points 
are gained by the amount of kills you make. Alternatively, 
points can be gained by shooting deaths on your video 
camera. However, this can only be done if you select to 
be a cameraman. The pitfall with this is that you aren't 
equipped with any weapons - you just need to use 
your legs to run away from fierce Godzillas or gunfire 
and explosions. 

Thankfully the development team have been quite 
imaginative when creating different games, and there are 
four different ones in total: 


'Capture the Egg' - Eggs are 
scattered around a level. The first 
team to get all of the eggs back to 
their base wins the game. 


'Team Kill' - It's the Blue 
team against the Yellow team. 
The host sets the number of 
kills required to win the game 
and then the team who 
reaches this number wins - 
well, of course! 


'Escape from New York' - The 
classic match up with Godzillas against 
Soldiers. The Godzillas start off small and 
they must eat enough fish to escape 
from the city. When a Godzilla is killed, 
they must start eating again! 


It has to be said, Godzilla Online isn't the most thrilling 
online game I've played, but the variety in games really helps 
to avoid the whole thing becoming too repetitive. 

It's not the kind of game which is worth taking out a 
subscription to Gamestorm for, but if you already have one, or 
have an interest in some of the other games offered by the 
service, download the game software for free and give it a try. 
You won't be roaring with anger! ■ 


One of those 
average 
offerings 


akaar 2 B 
GRRR 15 * 
LAW 5 B 
JANITOR 24 B 
CYMBAL 22 ■ 
DRAKE 23 * 
PEPSI 3 f 
||?^LFE PACK 8 ■ 

SANDMAN 19 ■ 

JOHWY RVE 2 B 
,ltv TRUNKS 8 ■ 
CUERVO 3 • 
FUEGAN 3 B 
» S 

. JOLT 0 S 
•PSMACKER 0 f 
IA REALTV 0 B 
i4R.^CJK>SB<rrE Q B 
STUDLEE 0 » 
^C£)N MORE 


Ijfpe: Internet 
Publisher: Centrnpolis 
Developer: Mythic Entertainment 
Price: Free software/$9.95 
subscription to Gamestorm Imonthly) 
Players: 1*32 


Website: www.gamestorm.com 
Memory: 16MB 
Processor: P166 
Modem Requirement: 2B.B 
Controls: Keys, Pad 


Cuervo 




Name Gooztte 
Role: goozsxa 
RANK Rank! 
Hits: 20 


BY JOHNNY RVE 
'PiHECMlWARD LEFT THE GAME 
JEREMY JUST KflXED HIMSELP 


Points: • 0 
TO next:. 100000 


Akaar the Soldier 


CilENADE LAUNCHER 


OC^ATHS 


LEVa AlMBMG 


TRUNKS: PEPSM 

' REALTV UOLTI GOT UR DEATH ON TAF^ 
MR^CRONKITE: janitor DCHNQ WEIL AS ALWAYS :} 
r JANBTOIt ;J 

[ Trunks: LoL 

TRUNftCS: f FEa sorry FOR THE AISiMALS 


As you can see, the action in EaMa Online can get pretty heated in points, with Soldiers, Godzillas and Cameramen all involved In one hoge hattle. Who will survive in this almighty contest? 
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p ossibly one of the poorest genres on the PC for 

quantity and quality is the beat-'em-up genre, which, 
let's face it, has never been very good. At the end of the day, 
people are clearly aware that in order to get hold of a decent 
beat-'em-up they're going to need to go out and buy a 
PlayStation for a game such as Tekken 3. 

Attempts at giving the genre a new lease of life on the PC 
over the past couple of months have been pretty poor, with 
games such as Last Bronx from Sega and the recently released 
Dark Rift receiving pretty poor write-ups. 

Up until now, no-one has attempting to bring a beat-'em-up to 
the Internet. And at the end of the day, no matter how much I like 
these sorts of games, it was never really going to work, was it? 

What we have here is a poorly developed game that fails in 
most departments. For starters, it's very slow over the Internet, and 
when you've pulled off a move against the other opponent (some 
are pretty good if you can manage them), it doesn't seem to 
register, so trying and trying again is a regular occurrence in a 
match. After my first contest, using what only could be described 
as two men standing on top of each other, my hands were aching 
due to radical movements of the d-pad and violent button presses. 

Seeing as it's been designed to use especially over the Internet, 

I was expecting some interesting features, but there's nothing here 
to get you interested whatsoever. And it seems as though not many 
other people are interested either, as when I visited heat.net to play 
someone (at several different points through day and night), only a 
couple of people were wanting to play. 

Whatever next? Okay, so it was a nice idea which could have 
worked, and it's free to play - I'll give it that - but after play 


testing it. Heat should have removed it instantly from their 
credible gaming service. ■ 


Web Site: www.heat.net 
Memory: 16MB 
Processor: P120 
Modem Requirement: 28.8 
Controls: Keys, Pad 



g9«rm«n 


U urrently in beta testing at Gamestorm is the 
multiplayer game based on the TriStar movie 
Starship Troopers. 

Subscribers to the service can now, at their own risk, play 
Starship Troopers: Battlespace, which involves not just ship- 
to-ship combat between the human Federal Services and 
Arachnids, but there's also a strategic element with the use 
of planets which can be used for docking and re-arming. 
/O ^ Players who take over the most 

5^^ planets will have an advantage 

i. over competitors, who are also 

control. 

^ ' Contests can be quick, or by 

opting for the campaign mode, 
fighting can last for as long as two 


> weeks. Visit www.gamestorm.com 
for more information. ■ 


More strategic online combat, this time in the form of a new Starship Troopers game, Battlespace. Looks pretty good 
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ONline 



There will eever 



A pretty average site which wili 
at least inform you of the 
company’s latest products 


VERDICT 



if only the news items here were 
a little longer, this gaming site 
would be excellent 


VERDICT 

A little more ^ 
and it would 
be excellent 


Cyberspace 


be a lack of gaming sites tn review, so we centinue in enr qnest and evaluate 
tear more trem the thousands available... 



"Simply put, 
these are 
the best 
racing 
graphics 
I've seen on 




YEEE HAAAAA! rt sherei More big bad fun, new tracks, and some stompin' 
good fun. 

There's a whole new mud bath waiting for you! The question is... ARE YOU READY TO 
RUMBLE?II 

Monster Truck Madness 2 is the sequel to one of the 
best-selling auto-radng games for the PC, Monster Truck 
Madness. Monster Truck Madness 2 combines outrageous 
attitude, unrestrained racing and real monster trucks to 
provide a fun and exhilarating off-road driving experience 
across rugged and challenging terrain. 

Monster Tnick Madness 2 adds new tracks and a bunch of 


MICROSCfT CAMES 

http://www.microsoff.com/games/ 


K illionaire Bill' (or 'Billy No Mates' 
as some people call him) has 
two game sites to his name, one being the 
Internet Gaming Zone (www.zone.com) for 


multiplayer gaming, and this one, which is 
a sub site from the huge Microsoft page. 

Just like any other publisher or 
developer Website, the Microsoft Games 
page offers the usual 'hype it up as much 
as possible' information on their games, 
which now include Age of Empires, Monster 
Truck Madness 2 and Flight Simulator '98. 



Top 10 Zone Aeivs 


^ Iran wambarship 


More recently they announced that they 
would be extending their catalogue of 
titles to include Age of Empires 2, 
Motorcross Madness and Combat Flight 
Simulator, which you can of course learn 
more about here. 

The main page at the site includes 
headlines on some of the more 
important games and features. Links 
then take you off to more detailed pages 
covering these topics. A side bar on the 
left includes links to a news section, 
forthcoming events, quotes and reviews 
and a selection of games. There's 
nothing here that jumps out at you and 
makes you think "excellent" (a shot of 
Bill with a pie in his face might have 
been nice), but at the same time there's 
nothing really terrible about it. Updated 
frequently, quick and well presented. ■ 



FASTEST SAME 
NEWS ONIINE 

www.fgnonllne.Gom/ 


II lot of gaming home pages 

_ O _ are so vast these days that 

sometimes certain sections such as 
reviews or cheats become neglected 
to a certain extent. So, it's good 
that some people decide to launch 
home pages dedicated to a certain 
topic. If you're looking specifically 


for game-related news, it's worth 
taking a trip to FGN Online, which - 
as the name suggests - is dedicated 
to providing daily information on 
the wacky world of the games 
industry. From mergers to big new 
game releases and online game 
events, it's all located here on a 
single page for each day's news. 
Archives are also available just in 
case you missed a day. 

Although very up-to-date and 
simple, the site lacks lengthy 
reports. Instead, readers are 


provided with small news bytes 
which fail to fully cover a story. 
Often quotes take up most of an 
article, and if you're lucky a link is 
offered to a related home page. 
There are also no 'Related Articles' 
links which could have been useful 
to accompany selected stories. 

Still, despite a few criticisms, 
the site still means that you are 
able to follow developments within 
the industry on a regular basis. 
Unfortunately it's just not pulled 
off brilliantly. ■ 
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GAMES DOMAIN 

www.gamesdamain.Gom/ 


ompetition from rival games 
* sites has meant that Games 
Domain has not shut up shop, but the 
site has been given a slight facelift. 


Fortunately, regular visitors to the 
home page will be happy to hear that 
ifs for the better. The main change to 
the site is the structure, which makes 
it a lot more user-friendly. Now the 
main site logo resides at the top, with 
a selection of links to sections below. 
Scroll down and youTl come across 


INTERnet 



five or six more links explaining the 
main areas of the site such as Demos, 
GD Review and RealmX. On the right of 
these, there's a list of the top five 
games, list of new downloads, search 
facility and more. 

It also seems that a lot more work 
has been put into the reviews section. 
Before it was mainly used as a demo 
downloading point, but thanks to a 
little dedication from the team. 

Games Domain can now seriously 
attempt to compete with the more 
detailed sites such as Adrenaline Vault 
(www.avault.com) and GameCenter 
(www.gamecenter.com). 

Whether the design of the site 
will stay the same for long or not 
is questionable, but it can surely 
only progress. ■ 




Games Domain has always been 
impressive, and this re-design 
makes it even better 


VERDICT 

A redesign 
does the world 
of good 

00 

9 



PCME 

wviniv.pGme.Gom 


'll begin my review of this 
Website by telling you that 
PCME stands for 'PC Multimedia & 
Entertainment.' It's an online magazine 
which I've heard quite a lot about, so 
I decided to finally visit it myself. 
Personally, I wasn't overly impressed, 
especially with the organisation which, 
it has to be said, is pretty poor. Links 
have been badly placed and adverts 
make it hard to define the internal 
links from the external ones. 


If you enjoy exchanging game views 
with people, PCME does offer a selection 
of forums, each for a different genre. 

You can view messages, or post your 
own and wait for a reply. 

After hearing that the site 
boasted a pretty good news section, 

I immediately made a beeline for this 
section. It wasn't as good as it made 
out to be, with updates made every 
few days and very small articles. 
Fortunately for PCME, the other areas 
around the site made up for this, 
including the reviews which are 
alphabetically listed, up to date and 
very detailed. 




There are also plenty of 
screenshots for your enjoyment 
accompanying the articles. 

Most PC gaming sites these 
days feature downloadable demos, 
but sadly I was unable to find 
any here. Maybe the link was 
hidden away! ■ 


VERDICT 

Work in the 
organisation 
department 
would help 
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passion for exceptional performance, rapid response times 
and dazzling graphics" And it's a statement I couldn't 
have wrote better myself! 

The card, although smaller than the Diamond, 
certainly has just as much to offer. It comes with 6meg 
of high-speed memory, which is actually more than most 
of the 3D cards out there. And when it comes to 3D 
features, the 3D Blaster has them in abundance! 

There's dual-textured, bi-linear filtering, per-pixel 
mip-mapping, alpha-blending, z-buffering and a whole 
lot more. And, like all the other cards in this round¬ 
up, you also have the opportunity of connecting two 
cards together. 

The card also comes with a number of top quality, 
complete games to let you see its power for yourself. 
There's Ultim@te Race Pro, Incoming, G-Police and 
last, but by no means of the word least, is Gremlin's 
Actua Soccer 2. 

Creative Labs have excelled themselves with this card. 
They have built an excellent reputation for themselves 
with the Soundblaster series and, if this card is anything 
to go by, their reputation for producing first class 
graphics cards is heading the same way. Although not 
quite as powerful as the Diamond and Righteous cards, 
it's certainly close. ■ 


PRICE: Rmeg £179; 12meg £229 
MANUFACTURER: Creative Labs 
WER SITE: www.creativeiabs.coin 


fter the success of their earlier cards, 
it was inevitable that Creative Labs 
would try and join the lucrative race to create 
the best Voodoo2 card of all. But what I 
didn't expect was that they would actually 
produce a card that can compete with the 
best in the industry. 

The company say "3D Blaster Voodoo2 has 
been designed for PC gamers who have a 


It includes full 3D API compatibility with Direct3D and 
other software graphics engines, z-buffering, tri-linear texture 
mapping, smoke effects, texture animation and can process up 
to three million triangles per second. 

To take advantage of the extra Voodoo2 performance, you 
really need a Pentium II machine. On an ordinary Pentium 
you will get very little improvement, but with something like 
a 300mhz PII machine you'll see graphics at a level of true 
jaw-dropping heights. 

The pack comes with a number of spedally written games, 
including the brilliant Incoming. Alternatively, you can also buy 
the Monster Sports Pack. This package is exactly the same as the 
standard, except you get World Cup '98 and Formula One '97 bundled. 

Whatever I say you just know the Diamond Monster 3D II is 
going to be a huge seller. But what I will say is if you do buy 
this, you won't regret it. With excellent power, a great pedigree 
and some top games, the Monster 3D II is one of the 
best performers in this round-up. ■ 


DIAMONb MONSTES 3D II 

PRICE: Standard Rmeg £179; 12meg £229; Monster Sports Pack: 
Rmeg £239; 12meg £299 
MANUFACTURER: Uiamond Multimedia 
WER SITE: www.diamondmm.com 

T i he Voodoo Diamond Monster card, launched in 
1997, is now of the most established graphics 
accelerators in the industry. It has consistently achieved 
number one status and has made Diamond one of the big 
names in the home PC graphics business. 

This latest Voodoo2 Monster card is almost guaranteed 
to become a top-seller; its name alone will be more than 
enough to attract new buyers. But does it deserve it? 
You bet your life it does! 

Although the card itself looks very much like the old 
Diamond Monster card, once you get down to basics you'll 
find it very different. In terms of size, it's actually one 
inch larger, but it also has memory affixed to either sides 
and, of course, a connector to hook it up to another 
c^rd (see box; 'Want to double your PC's 3D 
graphics power?'). 










i 



Incoming and G-Police, but there's also copies of the 
brilliant Battlezone and Jedi Knight as well. 

The fact that this has a higher price than any of 
the other Voodoo2 3D cards on the market may put 
some people off. This is a shame, as the Righteous 
3D II is actually the best card in this round-up. It 
offers the best all-round performance and, despite 
its slightly higher price, with the games bundle it 
offers good value for money. ■ 


Expensive, bul wuitii it. 
The best card around 


^ If yoQrtbfnk size is 

reach into your pocket! 


RIGHTEDIIS 3D II 

PRICE: 8meg fi199; 12meg 6259 
MANUFACTURER: Urcilid Ltd 
WE8 SITE: www.orchid.com 


AUGUST 1 


on a PII-266mhz PC you get 116 frames per 
second - which is still blisteringly fast. 

So what's the catch, you may ask? Well, the 
reason this is the cheapest card in the round-up 
is because this one doesn't come with any games. 
In terms of power, it's on par with the Monster, 
but in terms of price it's head and shoulders above 
the rest. Which card you go for depends on 
whether you want an all-singing, all-dancing card 
with a price to match, or whether you want a very 
fast Voodoo2 accelerator, but aren't too bothered 
about bundled games. If you fit the latter 
description, the Wizard 3D is a great choice. ■ 


s a company. Orchid Technology now have a 
major following all over the world. After the 
successful launch of its first dedicated graphics 
accelerator, the Righteous 3D, both the company and its 
card shot to fame. The Righteous was, in actual fact, the 
first PC 3D-only card to hit the market. And since its 
launch both the Righteous and the Diamond have become 
market leaders. 

Today the Righteous remains a "must have" product due to 
strong demand, and now the company have launched their 
second-generation Voodoo2 card, the success of this is almost 
assured. First time round the company aimed to be the "first to 
market", but this time round their approach is "Best to market". 

Although you may feel a bit cynical about the 
company's slogan, it's actually very near the truth. 
Certainly, the Righteous 3D II builds on Orchid's award¬ 
winning technology. It features a unique 64-bit triple 
memory architecture with 8meg of RAM. This alone makes 
give the card a higher performance over all the others. 

It also includes a whole host of very impressive 
features. This includes Perspective Correct Texture 
Mapping, which is a hardware feature that will make sure 
graphics always look correct whatever their perspective. 
And in addition to that, there's Bi and Tri-Linear filtering, 
texture morphing and animation as well as full fog, smoke 
and haze effects. 

The Righteous 3D II also comes with one of the best games 
bundles of all. Included are full versions of yes, you guessed it. 


3D WIZARD 


PRICE: 8meg 6139; 12meg 6169 
MANUFACTURER: California Graphics 
WER SITE: www.diamondmm.com 


b reated by a firm not really well known in the UK 

_J for their graphics cards, California Graphics have 

the great honour of producing the cheapest card in this 
hardware round-up. 

Although the 3D Wizard may be cheap, what it lacks in 
price it most certainly doesn't lack in features. It's the 
only card in this round-up to offer a TV-out facility. The 
company claim "the vast majority of our customers are 
keen to have TV-out so that they can enjoy the stunning 
graphics on the big screen of their TV." Being 
allowed to watch awesome 3D graphics on 
your "normal" TV set most certainly has a high 
novelty value, but the point of it I'm not too 
sure about. Unless, of course, you wanted to 
use a normal TV set instead of a monitor - but 
TV sets aren't as good quality, so it's inevitable 
most users will stick with their monitors in the 
long run. 

Only the 12meg version has the TV-out socket, 
however, with the company opting to leave it off the 
8meg card. Feature-wise, this card is loaded with some 
great 3D effects. It's capable of delivering a whopping great 
100 frames per second and includes one pixel and two 
texture processors, providing some very impressive power. 

The card features full multiple textures per pixel in a 
single pass and special effects including fog, transparency, 
translucency, lighting maps, detail textures and morphing. 

Playing GLQuake with the 3D Wizard, the game reached 
an incredible 147 frames per second. Admittedly, this was 
on a PII-300mhz machine with two 12meg cards! But even 

















FEATURE VOODOO 


Texture Rate Per Second 
Fill Rate 

(colouring polygons) 

Per Second 

Creation of Polygon 
Triangles Per Second 

Resolution Per Frame 
(Triangles) 

Billions of Operations 
Per Second 

Memory Interface 

Memory Bandwidth 
Per Second 

(speed of processing) 
No. of Texture Features 


Texture Memory 

Resolution 

Bump-mapping 

Filtering (full speed) 

Frequency 

Interface 


It out-performs earlier Voodoo cards in all respects. Its 3D 
processing power is over three times faster than its 
predecessor and has extra texture capabilities and more 
available texture RAM. It terms of screen resolution, Voodoo 
can only manage 640x480, whereas Voodoo2 can go as high 
as 1024x768. 

Voodoo2 cards feature fully scalable 3D. This means 
that, since the Voodoo2 graphics chipset is no longer the 
bottleneck when rendering 3D graphics, the achievable 
frame rate during game play will largely depend on the 
speed of the processor. It other words, you will require a 
decent PC to get the best from a Voodoo2 card. A Pentium 
133 will benefit from a Voodoo2, but will not drive a 
Voodoo2 to its full potential. A Voodoo2 will allow you to 
run your games with higher frame rates, better quality, 
higher resolutions on a P133, but don't expect 120 fps 
(Frames-Per-Second) with Quake on a P133 - that takes a 
Pentium II 300mhz or better. 

To get a card to work in your machine, you have to 
remember that all Voodoo2 cards are 3D-only, so you will 
need a 2D/3D card already installed. You will also need a 
spare PCI/AGP slot or two on your motherboard, then you're 
all ready for take off! 

I said two, by the way, because you can actually install 
two Voodoo2 cards on your machine to give you some truly 
awesome power (see box: 'Want to double your PC's 3D 
graphics power?')! 

To get a better overall picture of the power of Voodoo2, 
and the differences between it and its older cousin, take a 
look at the comparison chart below:- 
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360 

45 

90 


180 

1 million 

3 million 


3 million 

5,000 

15-30,000 


15-30,000 

20 

Over 50 


Over 100 

128-bits 

192-bits 


384-bits 

800 meg 

2.2 gig 


4.3 gig 

One 

Two 


Four 

2meg 

4-8 meg 


8-16 meg 

640x480 

1024x768 


1024x768 

No 

Yes 


Yes 

Bi-Linear 

Tri-Linear 


Tri-Linear 

50mhz 

90mhz 


90mhz 

PCI Only 

PCI or AGP 


PCI or AGP 


VOODOO VEOSOS VOODOO:: 

PRICE: Standard Omeg 6179; 12nieg 6229; Monster Sports Pack: Bmeg 
6239; 12meg 6299 
MAHUFACTURER: Diamond Multimedia 
WER SITE: www.diamondmm.com 


eveloped by US company 3Dfx, the Voodoo chipset 
has set the PC world alight over the last few years. 
It's at the heart of today's best-selling graphics cards, 
including the Diamond Monster and the Orchid Righteous. 
And, since its inception, the world of PC games has become 
one of incredible 3D worlds and eye-popping graphics. The 
success the company has achieved has paid dividends in 
more ways than one. It's recently announced that it has 
doubled its expected revenues to $50 million for the first 
quarter of 1998 and now, thanks to its most recent 
invention, Voodoo2, profits will no doubt double again! 

If you are considering buying a Voodoo2 graphics 
card, you will no doubt want to know what the main 

improvements are over its first incarnation. 
And by jove, there are many! The 
Voodoo2 is a chipset that will literally 
set your PC on fire! Basically, it's the 
second generation Voodoo chipset, 
which allows 3D games to run at 
full-screen, and features 
hanced capabilities and on¬ 
board full polygon set-up 
engine i.e. it's rather powerful! 





WANT TO DOUBIE YOUR PC’S 
30 G'tfiPHICS POWER? 


Y OU may not have thought it possible, in fact, it may 
have not have occurred to you in your wildest 
dreams, but you can actually connect two VoodooZ cards to 
your PC and make your machine a real 3D graphics powerhouse! 

All the latest Voodoo2 cards have something called SLI 
(Scan Line Interleaf) mode. To run a Voodoo2 in SLI mode, 
you will need to connect two Voodoo2 cards of the same 
configuration. Basically, SLI mode will work only if you have 


SHOOED I CHOOSE 8MEG D012? 


n nce you've made up your mind to purchase a 
Voodoo2 card, the next question you must ask 
yourself is: should I buy the 8 or 12meg version? To help 
make that decision a little easier, you should consider the 
differences between the two boards. 

Both have the same rendering engine. They are both 
capable of achieving the same high resolution and, in terms 
of processing power, they are both exactly the same. The 
main advantage of having a 12meg over an 8meg board is 
the extra 4meg of texture memory. Presently, there are no 
games on the market that use this extra texture cache, but 
games in the not too distant future will definitely take 
advantage of the extra RAM - especially those that make use 
of flashy and colourful, fully textured 3D graphics. 

The added 4meg of memory can be used to store required 
textures, and this results in less texture swapping, and 
hence, more fluid, less jerky gameplay. 

A good example of this is Quake 2. In the multiplayer 
version, with all players using different skins, the 12meg 


Wiii AU GAMES BE 
1100002 COMPATIBLE? 


W ou may be surprised to find the answer is, 

* unfortunately, no! Although most games are 
compatible, there are a few that you could have trouble 
with. UbiSoft's FI PC Racing game suffers, as does Wing 
Commander Prophecy and a few others. Most companies 
are now putting patches on their Website so you can 
download a patch to cure the problem. Psygnosis, for 
example, have a downloadable patch for Formula One 
'97, as the game won't work in Arcade Mode with some 
Voodoo2 cards. This can be found at: www.psygnosis. 
com/support/uk/fl97patch.html 

Keep in mind, however, that the vast majority of 
games do work with Voodoo2 cards. But also keep in 
mind that, unless they were written for Voodoo2 and 
not the original Voodoo chipset, they won't take 
advantage of the extra features the cards offer. 

Although there are very few Voodoo2-specific games 
around at present, you can bet nearly all games 
companies will be writing for it by next year. Until 
then, you can always try out the games that come 
bundled with each card. These are specially re-written 
for the Voodoo2 chipset so you can see for yourself just 
how impressive they really are. ■ 



version will be better suited to handle the textures. 
In fact, should you own Quake 2 and decide to buy a 
12meg Voodoo2 card, there is a site on the Internet 
which explains how to optimise the game to take 
advantage of the extra memory. To access the site, 
enter: ve3d.net/3Fingers/v2_8vsl2.html ■ 


two 8meg cards or two 12meg connected to 
your system. Also, both cards that you 
connect must be of the same kind and made 
by the same manufacturer, otherwise it 
won't work! 

SLI mode is achieved by connecting the 
two cards via an internal cable. Once up and 
running, you'll find that, while playing a fast 
3D game, the graphics load will be shared 
between the two. One card will scan the odd 
lines while the other will scan the even. In 
other words, two Voodoo2 cards are capable of 
blowing away a single card set-up. ■ 
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WIN A HUH 
P2 2BB! 


Let's look at this month's 
computer in more detail. The 
MAXX P2 266 is a storming 
PC worth a cool grand! Fitted 
with 266Mhz Intel Pentium II 
and Intel 440LX Chip Set, 
plus a massive 64MB of RAM, 
you'll have plenty of room in 


immtn '!!!!!, 


the back with an 8GB U-DMA 
hard drive. The machine will 
also make your games look 
superb with 8MB AGP 3D 
graphics, a 15" Adi monitor 
and 32 speed CD ROM Drive. 
Plus, for great sounds there's 
the 300 Watt Subwoofer. On 
the software side, this high 
spec machine comes with 
Microsoft Windows 98, Works 
4 and Encarta 97 plus a range 
of 20 top game demos. This 
machine lives up to its name 
and ensures all your games 
are played to the MAXX! 


The MAXX PC model range from Special Reserve has received many 
prestigious awards for quaiity and value for money. This month, in the first 
part of our competition with Speciai Reserve, we give you, our ioyal readers, 
the chance to get your hands on one of these fantastic machines. 

Not oniy do you have a chance to win a great PC this month, hut next month 
you have the chance to win an even better one, and Just as you were 
beginning to think things couldn’t get much better, two months from now the 
ultimate of PCs wili be up for grabs - a MAXX 302.Net5fi RVR RWC0XSP24fl0! 
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Answer this simple question to be in with a 
chance of winning a superb MAXX P2 266 
computer worth £999.99: 

HOW MANY GIGA 
BYTES DOES THE 
MAXX P2 266 
PACK INTO ITS 
HAND D6IVE? 

Send your entries (only one per household) to: 
MAXX P2 266, UmMATE PC, 1 Roman Court, 48 
New North Road, Exeter, Devon, EX4 4EP 

All entries need to be with us by 31st 
August 1998 

RUltS _ 


1. Employees of Rapide Publishing are 
not allowed to enter 

2. Multiple entries are forbidden, so 
don't waste your money on the postage! 

3. The editor's decision is final 


SPICIAl DEAIS 


If you are interested in 
obtaining more information 
about Special Reserve's great 
range of PCs, then why not give 
them a call? 

The MAXX range is unique by 
virtue of the extensive list of 
custom options available, 
including DVD, 3DFX and 3D2 
Voodoo 2. 

To find out more about these 
great deals give Special Reserve 
mail order a call on: 

01279 600204 or write to 
them at PO Box 847, Harlow, 
Essex, CM21 9PH. 



Special 

Reserve 

Live (3) kttp:// 
spedal.reseive.co.uk 
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The ultinate ii news, previews 
and reviews for die-hard PG gainers, 
plus a tulli playable demo GDI 




ULTIMATE 


WOHtTHIBtPSBm! 


HRSTRIMI 


the game that 
above Tomb Raider III 


The full lowdown on the 
game that's going to 
. possess your PC! 


ULTIMATE 


ULTIMATE 


MechCommantfer 

All THE lATEST PIAYABIE DEMOS ON THE UlTIMATE CD! 


' : Mon iiitersepinr Vaiprs GoirnnanthsiBuliIntliaein} lines GUberslarnill 
Besstnars: TTansfomBrs WorUleaiieSaQcer'SB Wariiriis lit: Oarlilortis Blsins 


Bass masters fflRB BrassfirK IvoM mienEoft Bolt'BB letsareBnlttarrieasIno 


Packed with ail the latest and hast playable demos, the Oitimate CD 
compliments the magazine’s editorial snperhiy. 650MB of pore 
gaming pleasure can be found on each month’s easy-to-use disc. 
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SUBSCRIPIION fORM 

Subscribe NOW for only £35.55 



YES! I would like to subscribe 
to Ultimate PC magazine and 
receive the next 12 issues for 

£ 35.55 

including delivery anywhere in the UK or 

£ 69.99 

elsewhere in Europe 

Method of Payment 

1^^ Cheque - made payable to Rapide Publishing 
Visa Access/Mastercard 

Card No 

Expiry date 

Signature 

Date 

Your Oetails 
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Address 
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Signed 

Date 


Please start my subscription with issue no:_ 

Please send your completed form and payment 
to the following address: 

Subs Department Ultimate PC Magazine, 
Rapide Publishing, 1 Roman Court, 

48 New North Road, 

Exeter, EX4 4EP, U.K. 
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ProbaSntailalniient’a avaaoitta tunnal-blaatar waa our 
[gh^at fcorlng gama avar, and if youVa playad It, you know 
thd firat part of our axeluaiva atratagy gulda, 
Ru nafi gat tha likoat out of yourMoptyela and aurwlwa 
ayatythlng thaf^oraaklmvorld can throw at you. 



Right at the end of the corridor 
anottiET tank is patrolling; blast him to 
release an Orbital - which will increase 
your fiEepowerJfever on the final ramp 
to the teft is iuss-Gun, which works 
Rfe a rapid-fiKhotgun filled with 
CBil-hift pelleg^Nice! Be careful as you 
go to get th4p)ower-up, as a sleek 
tank will snw up behind you. If he 
doesn't th* he'll be waiting up the 
oppositB=pmp, which is where you 
need to go- next. 


eorrMor 3 

Fly along a short way and a restart point 
will be activated. When you get killed (and 
killed you will get!), you will re-appear 
here. Fortunately, any enemies that you 
have cleared remain cleared, so your 
progress back through the level will 
not be too torturous. 

Another agile fighter blocks your way 
here, so take it out. Then halt in the area 
where the lighting pulses and take out the 
large tank that lumbers across the bridge 
which spans the chamber beyond. Avoid 
being hit from above by the rock slide that 
has been set off by firing the weapons. 


sincejlin tfid ^ ^^iel fig MI 

Ite? HmnrTT^kes you «ronder ^ 
about these videogame types, doesn't 
ShBfflF cter of the lava and get to^ . 
grips contmU of your Jjr 

versatile PfonC^i^le^ rarTnj||pi- 
of the moyth^flhe volcano jjjj^ 
advance sf the emptian. 


Mm gun-metal grey roonijis- bisected by 
^o pillars, built at rakiah angles. 
Immediately to your^ right w»4k be a 
Weapon Energy P^. ‘iehtnd te first 
pillar will be ships that need taliog 
care of, whilst to* the left at the rear of 
this room is a Solaris missile power-up. 

6iiiTitlir2 

On the right at the rear of this room is a 
stone corridor. As you enter it, you will 
see a miniature hovering car with 
headlights that needs to be killed. The 
only problem is that his friend will be 
firing at you from behind, so don't waste 
any time in dealing with them both. 

As you leave this corridor, you will 
find yourself in a small room with 
nowhere to go... or so it seems. By 
making contact with the floor, you can 
activate a lift mechanism which will 
lower the floor, exposing a lower corridor 
right. 

peer over the lip of the floor, 
which must be 


Go towards the open hallway but stop 
inside the little alcove you're in. Two 
craft will appear in the hall - blast 'em 
away. Two more down from the 
stacks poinfing down fronM^ipof, so 
take them out as wel| ^pM yp inside 
these stacks to pick shiny gold 

bars: ten of these equals an extra life. 

yo towards the far end of this hall 
to a closed door and shoot it to open it. 

Earriior 

Shoot the gun emplacement that's 
i lurking around the corner - don't forget 
lllgl^^collect the shield power-up. This 
■^orri^t feature*; ramps over to either 
stajl^^cK one of these contains a 
ibving tank at you 

- take 'em all bkk to 

where the^gi ^i;emDla4fc^was>-^u 
sf^idd a Solaris 

* the^ftst tamp to the left a Powerpod, 

I whi^h increases your primary weapon's 
strength -- grab it! 


Thrdg^lfti^es span the chamber and 
^e^h one hdlds a huge tank. This would 
be iigood time to unleash the Solaris 
tosste in addition to the Pulsar Guns. 
!0o be careful to avoid falling debris. As 
ySHj pass the first bridge, yet another 
tank will appear behind you. 

Up at the left end of the second 
bridge is a short corridor, which leads 
back out onto the third bridge again. 
It's a good idea to take this circuitous 
route, as a Titan missile will be your 
reward and you'll find a shield pod up 
at the far end of the third bridge. 

Next exit this chamber by the small 
doorway that's just above the lava flow 
on the floor, behind the third bridge. 

Copriilop 4 ^ 

Follow the lava flow down into ti^g^vH 
corydor. Your first priority must 
^jj^out the twitehy plane that throw^ 
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^ down a slope 

ir of enemy 
at 


great big pink explosions in your face. 
These will hurt you, so deal with him 
quickly - he also has a^ffeend further 
down the corridor. After't|ese two have 
been dealt with, go for M guns - one 
to the right in the first ro^k alcove, the 
second further down on tti4 left. 

The pink-bombers jus| top up out of 
nowhere and are a real pain but if you 
don't clear this area of hililes, when 
you come to descend the n|xt shaft, 
loads of lava will erupt in your face. 

Make sure that you pick up the shield ' 
pods when they appear as you destroy the 
enemy, because you should be in need of 
them now. Leave this corridor by following 
the lava river down anothef ^nnel. You 
must avoid contact with tho|lava at all 
costs as it will severely damage your health. 

4 

Down in this room there Ire some 
lumbering tanks - try oi/t your Titan 
missile here to devastating effect. As you 
progress into this ro^iU/ fighter craft will 
appear, so try and ^iminate all of the 
tanks before this happens. As you're busy 
dealing with the planes, a miniature ED- 
209 (a two leggj^’d robot) will start to 
attack you from behind. Don't take any 
nonsense from him, or his friend on the 
other side of the lava. Wade in with your 
guns blazing; this situation needs to 
be confined, and fast. Whatever you do 
though, don't be drawn into the lava by 
nes in a dogfight situation, 
handy power-ups will 
plus another restart point 
lurking near the ceiling. 
Leave this room after clearing it, using 
the red doorway that's at the 
end to where you entered. The 


one, his partner will encircle you and 
attack in a pincer movement. There's 
nothing you can do except take the one 
in front of you out as quickly as possible, 
then spin and eliminate the other. 

A third ship waits further down the 
slope, then as you leave this slope and 
enter a rock chamber, a fourth ship will 
attack. These craft are very aggressive 
and will get right in your face when 
trying to kill you, so back off fast to put 
some distance between you and them. 



Gue^ what? Yet another aggressive ship 
will hassle you for your life. Kill the swine! 
Now that the itepH^ehind you is clear, you 
can use it for space as you target him. Oust 
don't try to dogfight it around the rock 
columns though, as he'll out-fly you. Gold 
bullion hovers high up, both to the right of 
a column and as you leave the red room. 

Corriilor 5 

Work your way through the ragged brown 
stone horseshoe until you see more gold 
in the sky. Don't go for it: look to the left 
- three ships incoming! Again, use the 
retreat and fire manoeuvre, back along 
the horseshoe. The main thing is not to 
lose your bearings and back yourself into 
a corner. 

This could be disastrous, as they will 
pin you down and finish you off. If this 
does happen, the best thing that you 
can do is blast out of the corner, turn 
and flee back into the red room. Once 
there, you should have a better chance 
of picking all of them off, one by one. 
When you return through the horseshoe 
there will be still more ships - the same 
procedure applies until the area is clear. 

Corridor B 

Once all the ships are out of the way, 
advance along this small corridor as it 
bends left. 

lodi7 

As you approach this ch_amber, you 
will be greeted by the words 'Nearly 
there, don't let the wind blow you 



SOI ution 





into danger!' This is the entrance to 
an auto-scrolling section. The wind 
turbulence carries you at breakneck 
pace up and along a twisty-turny 
tunnel - don't try to fight it. Your 
first reaction will be to fly into the 
wind but you'd be wrong. You need to 
head in the direction it's carrying you, 
so go with the flow, dodging like crazy 
to avoid all the walls and mines! Look 
far ahead, anticipate the mines' 
approach and get out of the way! 









JUttNMNEISIBWAY 

Let UPC put you 'on track' with this level, 
which is anything but a sleeper! The 
subway takes you up and down so often 
that you'll feel like a manic-depressive 
schizophrenic undergoing therapy (with a 
sideline in trainspotting). Your objective 
here is to take out the other bounty 
hunter who's trapped inside with you. 


Pick up the Powerpod to your left. As you 
are distracted, a tank will appear behind 
you; shoot him. There are two exits to 
this room: the one that's straight ahead 
from where you started leads to the level 
up above, whilst the one to your right 
leads below - you need to go up. 

iimZ 

There's not much here, just a pair of 
fighters to blast. 

MaiiiMi M 

A short section of tube track, blocked off 
at either end by rubble. Destroy the fighter 
by decoying him back into room two, then 
plug the lone tank before collecting ^ 
MUG and Solaris to the left - this is why 
you came up here. 

lull 

A room with two columns, which hides a 
whole bunch of trouble! A tank patrols 
the far end but as you approach, fighters 
will swarm around you from all sides. 

Make use of the shaft that you 
came down, to give you enough room 


to manoeuvre. The message 'Shooting 
all enemies will open doors' gives you 
an idea of what you need to do here, 
so get shooting! 

AlioiiBei Ik'aEk 2 

Pick up the items on either end of the 
platform, before using the small exit at 
the bottom right corner of this stretch 
of track. Just inside there is a restart 
point - and a tank at the far end. 

BttMirenwk 

Head left to find another platform 
complete with Solaris, Mugs and evil¬ 
doers! There is a door at the end of the 
track, under the pulsing red light, but you 
don't have the power to open it...yet. 

Run 4 

Over at the back of the platform is 
another descending shaft. Take it, because 
down at the bottom is a real treasure 
trove of goodies with which to weigh 
down your bike - including the wonderful 
Trojax gun. Get the lot, then swagger back 
up to the platform with bulging barrels. 
Just before you go, take time out to 
shoot the red dome on the rear wall - it'll 
turn green and open a door. Be careful on 
the way out, as the room has now been 
turned into a minefield. 

Plitfini 

Back on the platform, more mines have 
appeared, so go carefully. You want to 
head down to the door on the left but 
there's a mine moving across the entrance. 
What you need to do here, is rotate 
your bike through 90 degrees around 
the horizontal axis, so you're flying 
on your side, then tear past the mine 
as it moves away. 

CiiTiiirl 

Short but sweet, this leads you to a 
big ship near the ceiling. Hold down 
the trigger on your Trojax gun until 
the circular bar around your cross 



hairs has powered up, then let go 
BOOM! She's really got big guns! 


Kill the tank, then choose from two 
descending shafts. It's best to go head 
on, as if you head right, you come out 
in the same place but via a slightly 
longer route, which has far more 
enemies and no power-ups and where's 
the sense in that then, eh? Oh, unless 
you really want to clear the tunnels of 
bloodthirsty robots entirely, of course. 

As you reach the track, turn right and 
start blasting. You may not be able to 
see him, but a tank is lurking in the 
gloom of the tunnel. Get in the first hit, 
then when he's been disposed of, head 
up that way and take the exit that's low 
down on the left. 

RniI 

Nowt much to see or do, round here, 
other than the switch on the far wall, 
which can be thrown by shooting it. The 
room will then shake and sparks will fly 
everywhere and if they hit you, you'll 
take damage - so leave the room 
pronto. The switch has opened a door 
but you'll need to find it first. 

BRIIiriM[(igili!I^ 

The door that you lacked the power to 
open earlier has now been opened by 
throwing the switch in room six. What 
are you waiting for? Oh, right, the 
aerial assault you're suffering could 
add something of a delay to your exit; 
be ready. 
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Corrlior 2 

This red lit corridor leads you into a 
hostile chamber. It also contains one of 
those lovely restart points. 

Riom / 

From corridor two, take out the tank. 
Lurking just inside this room is one of 
your rival bikers - he's tough! Let fly 
with both primary and secondary 
weapons as soon as you engage him, 
as you need to take him down quickly. 
It's a good idea to run away - no, 
seriously! When you've depleted your 
current weapons stock, instead of 
standing there and just taking a 
hammering while you're changing 
weapons (seconds, I know, but it 
mounts up!) flee around a corner. 

You can use it as a shield while 
you're preparing to re-engage, then 
pile right in again with your guns, 
missiles and everything ablaze. You 
need to give him the feeling that he 
doesn't know what's hit him! Get it 
over with quickly, as his attack on you 
will be just as devastating as your 
attack on him. 

Riom R 

Enter this room by ascending the shaft at 
the rear of the platform, in the room 
where you first encountered your rival 
bounty hunter. Now if you survived the 
combat on the first attempt, or if you 
ended up taking considerable damage, 
then you'll be relieved to find shield 
power-ups over to the right, at the rear 
of the platform and halfway up the shaft. 

Next you'll encounter tanks and gun 
emplacements - just wade right into 
this room and kick some serious enemy 
butt! When you've cleared the room, the 
exit opens and you're home free! 

MUCLEARPflWERMGILIir 

Your mission here is to seek out the five 
generators and destroy them all within a 


twenty minute time limit - before the 
whole complex goes critical around your 
ears. This level's a real blast! 

ta 1 

You start off by a distinctive blue 
geometric shape hanging in the air; 
remember this area, as this level can 
become quite disorienting. This blue shape 
is a teleporter portal but before you can 
use it, you'll need to turn the teleporter 
system on - we'll come to that later. 

To your right is a lowered path. Wait 
for a tank to travel out of the door 
behind you and then polish him off. If 
you advance down the corridor, a door 
will open and you will be swamped by 
foes. Your best bet is to wait here awhile 
and wait for them to come to you. 

Taking out the gun turret that's on 
the ceiling gives you a Golden Powerpod 
- you need to pick it up to give you any 
sort of fighting chance here. 

This is one tough opening area to a 
level...and it's only level three! When 
the area is clear, have a look around 
and shoot any radioactive drums to 
find secret powers-ups. 

Corridor! 

Ahead and to the left of where you 
started is a corridor (where the door 
used to be). Take it and climb the shaft, 
alert for any fighters, shooting the 
doors at the top to open them. 

Rooij|2 

To the right are three fans which will suck 
you down any one of three distinct 
tunnels. Turn and face the direction in 
which you're being sucked and blast the 
fans out of the way before they carve you 
up. On the far side, whichever tunnel you 
have taken will lead you to a room. From 
behind, take out the remaining fans, which 
will allow you to climb the furthermost 
tunnel back into this room. 

Ahead of you now, you can see a 
switch which needs to be thrown by 
making contact with it using your nose - 



just shooting it is not enough, this time. 
Fly to the overhang and use the Nitros - 
which are hanging in front of the wall - 
to enter this chamber. Increase altitude 
sharply to rise above the turbulence, then 
swoop down to hit the switch. This is the 
first switch of five which you need to hit. 

Force your way up against the 
turbulence from the overhead fan and 
crawl into the window, high up in the 
chamber, above the switch. 


RobbiS 

You'll find some gold in here. Oh, and 
some flying foes when you've copped 
the loot, so grab the money and run! 
Flead back down the fan tunnels and 
upon exiting, turn left and go down the 
corridor until it branches left/right. Go 
left and follow the corridor. 


Seserster 1 

Shoot through the slit at the generator 
opposite (aim for the switch). When it 
blows, the doors to either side will 
open, allowing you to go through them 
and nudge the switch in the rear wall 
with your bike. There are three switches 
remaining - get out fast! 

Head back up the corridor until you 
come to the T-junction once more and 
head straight on (this was the right 
branch when you were here before). 
This is also a restart point. 


Go down the slope, close to the ceiling; 
from here you can shoot out the gun 
emplacements' feet, while using the roof 
for cover. This room is radioactive, so dive 
into the water and cross the room in the 
pool to avoid taking radioactive 
damage -watch out for the gun in 
the pool, though. Leave by the door 
in the corner around the middle U- 
shaped wall and go up the slope. There 
is a door to the right which you cannot 
open. You won't find out until you are on 
the other side of it that it is impossible to 
open, so don't waste any time trying! 


RoomB 

Battle past the tanks and planes and circle 
the central wall. On the 
far side is the other 
teleporter, the switch 
that enables the 
teleporter and a 
skeleton key. Nice! 

Go through the 
teleporter to return 
to room one. 

Traverse the room 
until you reach the 
far end, then shoot 
what looks like a 
door - it is a door! 

VerOGilShin 

Head up the shaft and leave 
the swarm of combatants behind 
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you, Weave your way up through the 
debris and collect the power-up at 
the top, 'cause as it says, 'You're 
gonna need this!'. It will make you 
invincible for a time, so make the 
most of it. 



Several doors lead off from here but for 
now go through the door directly in 
front of your entrance. 

Go down the small shaft, then up into 
the next space; here you should find 
sundry power-ups, including an extra life. 



Re-enter room seven and turn tight left. 
Ascend the shaft, blasting the door to 
open it. As it slides open, ships will hurtle 
out at you, so be ready. Head around the 
bend to enter another switch room. 



Two tanks are hidden on the left, so 
edge forwards and get 'em before moving 
into the room. This prompts further 
attacks, which you'll have to deal with 
before you can cross to the switch. 
There's only one more switch to go! 

There are two holes in the floor by 
the switch. Peer down the left one 
and take out the gun that's down 
there before moving in. Look out of 
the window to see the reactor. 

Head back into room seven, where 
all the doors are and take the one that's 
directly opposite your present position. 

Mind the mines! You're going to have 
to make two passes at this room, 
unless you are a games-playing genius. 
First, fly up the side of the accelerator 
strip until you see a mechanoid bird 
laying the mines. Get rid of it and 
them, hitting the mines from a 
distance to avoid any explosive 
repercussions. Next work your way back 
along, taking out the gunpods in the 
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alcoves, which are on your left, along 
the corridor. 

Once this is done, fly along the 
central strip of the accelerator until you 
come to the particle stream. Grit your 
teeth and fly into it: it WILL part before 
you. Of course, if you're feeling cocky, 
you can do it all at once (Yeah right!) 


Hit the switch! Hit the switch! That's 
the last one - now head for the reactor. 

Turn around 180 degrees and shoot 
the clear barrier behind you. 


Destroy the tank and fighters and blast 
the barrels to find the powers-ups. They 
may well come in handy in the reactor, 
which you will be tackling next. Find it 
by going up through the roof on the 
right-hand side at the rear and 
following the shaft. 


The reactor rotates around a vertical 
axis and consists of a body and two 
limbs, one to either side, each with a 
mechanical hand. Focus your attack on 
one hand until it blows away. You can 
tell if your attack is being effective, 
because it will flash red. When the first 
arm has disappeared, target the second. 
When this, too, has gone, it's time for 
the body. The main thing is to alter 
your altitude to avoid the electric 
charges it spins out across the room. 
Time your ascent/descent to coincide 
with the empty space and head for the 
height with the most room. 

When he blows, the escape 
sequence is enabled, so run for it. Time 
will be running out, so don't hang 
about. Point your bike at the hole in 
the wall opposite and floor it. Don't 
turn off, don't explore (unless you have 
bags of time to spare!) just keep 
moving along, up and down the shafts, 
until you reach the exit. 


fnHULPOWn STATION 

Your aim here is to deactivate the lava 
engine, so you can escape through the 
pipes to the surface. This level involves 
a little more doubling back on yourself 
and mapping in your head. This time, 
there is no tight time limit to beat. It 
also offers you the chance to go head- 
to-head with another mercenary. 



Here you'll find out that you need to 
disable the computer network to access 
the lower levels. Blast the crates to the 


left at the end of the room to reveal 
powers-ups. Behind these crates, the 
door to the computer room is locked. 
Turn around and use the other door. 
Shoot it from a distance, low down. This 
enables you to take out the fighters 
from cover, without exposing yourself to 
the tank on the other side of the wall. 

CerrMcr 1 

Follow the bend around to the right, 
watching out for the gun turret on the 
right wall and the fighters around the 
corner at the end. Halfway along this 
stretch, there is a small hole in the left 
wall: this is a secret area, containing 
gold and a power-up. Vertically above 
this cache is a ventilation shaft, which 
advises you not to try going in by the 
back door. Enemies will swarm in but 
just back out into the corridor and re¬ 
enter and they will have disappeared. 
There's not much point coming back 
though, as a quantum blast has fused 
the door shut. The reactor is on the 
other side, though, so use this 
information to get your bearings. 

0iiri1Air2 

Head around the end corner of the 
corridor, through the steam and then take 
out the tank and gun in the next room. 
You need to pick up the key here, to open 
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the opaque hatch in the floor, in the 
centre of the room. Position yourself above 
the hatch, cross hairs trained on the gun 
below, then fire at the door, which will fall 
away, and reduce the gun to rubble. 


Hug the left wall, as missiles hurtle 
out of the floor on the right. If you 
go up into the slit in the ceiling, you 
will have to traverse the room up 
here, open to fire from below but 
there is a restart point here. 

There's an exit at the end, high up on 
the right, but the barriers won't open. The 
exit is actually the 'wall' ahead of you. 
Shoot it open, then take out the two 
tanks and fighters inside - you should 
receive a Golden Powerpod and a MFRL 
here. The exit is immediately on the left. 


At the top of the slope, shoot the door 
open and come out with guns ablaze. This 
room is peppered with tanks - in the 
claustrophobic corridor mouth your room to 
manoeuvre is too limited, which makes you 
a sitting duck. Get out there and use the 
pillars for cover. Dispatch the tanks first, as 
their missiles cause more damage than the 
fighters' weapons. Get the key, then move 
down the shaft to the left of the room. 
There's a gun at the bottom and two ships 
will appear halfway down. The barriers will 
slide open at the bottom of the slope. 


This room has some tanks and a plane that 
just sits there and takes it - blow them 
away then use the teleporter at the far end. 


Instead of going through 
the teleporter, turn right. 
The green steam won't 
harm you, so just 


Go through the teleporter you accessed 
in room three, down the corridor that 
you arrive in, is the computer room. 

Blast away here - you need to destroy 
the computer systems to open a tunnel 
door later. Prioritise the moving targets 
that retaliate and when all the systems 
are destroyed, the exit door will open. As 
you face the doorway, there is a short 
corridor high up to the right, which 
holds an extra life and gold. Leave and 
return to where you teleported in - this 
is the exit door, so open it and take out 
the fighters before leaving. You are now 
back in room one. Make your way back to 
where the teleporter lies (room three). 

Warning: the corridors will be re¬ 
populated with enemies! En route to the 
teleporter, stop off in corridor three (where 
the missiles shoot out of the floor) to go 
into the smalt room at the end, where 
the barriers would not open earlier - 
this is a treasure trove of goodies. 


head on and leave under the pipes in 
the end room. This is a restart point. 


Here you'll encounter bends and tanks 
and a warning that as you approach 
the lower levels, large enemy forces are 
detected. That's encouraging, then. 


As water drips from overhead, follow 
the pipeline left. Beware of the guns 
on the ceiling. About halfway around is 
a door -this is where you need to have 
disabled the computer network - and 
through here there's a restart point. 


It may look empty, apart from a huge 
pipe, but there's tanks waiting for you 
on the floor. Make sure that you get all 
the boxes, as lovely stuff is loitering 
within. Go straight across the room and 
down the twisty shaft - you need to 
clear this area before you can continue. 
Stay close to the curve and poke your 
guns over the slopes wherever possible, 
to take the ships out from a distance. 


Mines hover to the left, so head right 
and shoot out the mine-dropping 
mechanoid bird. And his mate. Now 
clear the room of mines with your guns. 
You should pick up a purge icon and a 
Golden Powerpod, before leaving by a 
slope located around the tunnel. 

As you come down here, an enemy 
teleporter is activated, importing a 
tank. Once down the slope, go right to 
find another restart point. 


I 

Kill, kill, kill! When the room is clear, 
shoot out the panels immediately facing 
your entrance, which will enables you to 
shoot out the barrier 180 degrees 
behind you and get the tank. 


As you enter, the room starts shaking 
and your exit is blocked by crackling 
electricity. The shaking calms down near 
some walls or if you re-exit the chamber 
-it seems to be turbulence of some sort. 
Shoot everything below you but as you 
do, enemy security will be alerted and 
you'll have to fight off ships and a 
tank. This can be tough in the 
turbulence, so avoid being thrown down 
into the lava. Keep your eye on the 
exit; when you've done enough the 
electricity is replaced by two spouting 
jets of flame - time your exit carefully. 


Take out the two gun turrets on the walls 
at the top of this tunnel from inside the 
entrance chamber, then pick off the mines 
down the tunnel from the lip of the floor. 
As you go down the tunnel, you'll become 
aware of a gun in the ceiling, so turn and 
get him. As you descend the tunnel, 
planes will swarm up - back off, blasting 
as you go, then 
when you see 
the machine 
that is 


Restart point! Make your way 
along the tunnel to reach a 
lava filled room where you 
must destroy the 
engines to 
escape. 
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dropping the mines, destroy it and clear 
your path downwards. 

Bonn 8 

A lava filled room with a central pillar. 
Around the edges are tracks on two 
levels, around which tanks trundle. Pick 
them off from the tunnel mouth. Go for 
the top one first - whilst combating the 
fighters - as his missiles hurt more. In 
this chamber are powers-ups and multiple 
skeleton keys - and the news that a rival 
bounty hunter has teleported in. 

An exit will now blow open in the roof. 
Get up there - your rival will be chasing 
you. Dive down the central vertical shaft, 
which are the lava pipes leading to the 
surface and pour on the Nitros. Leave 
t'other fella spitting exhaust fumes! 


FEDERAL BANK VAULT 

It's alchemy! Your first objective is to 
disable the generator, so that you can get 
into the maximum security vaults and run 
off with loadsa luvvly gold. Trouble is, 
you have to ferret out some security 



codes first. Without any assistance, this 
task is a real ordeal but with our help... 
well, it's easy when you know how! 

Boon 2 

Leave the room you start in and reach 
the first branch. There's a shield power- 
up ahead if you need it. To the left is 
an area sectioned off by electricity - 
you'll need to turn that off before you 
can lay your mitts on the goodies. So, 
go right and down the shaft, taking 
care of the guns above and below. 

Rum 3 

Downstairs is a bit of a mess but offers 
you a Gold Powerpod. From where you 
dropped down into the room, head left 
into the next alcove. There is a red dome 
in the low ceiling. Shoot it to deactivate 
the security lasers in room Two; you know 
you've done it when it turns green. Head 
back up and get the goodies! Watch out 
because the upper floor will be re¬ 
populated. Come back downstairs again - 
the same stands here - and turn right. 

Riom4 

A large construction fills this room. If 
you go down the side of it, you can see 
where you need to go, but can't because 
your way is blocked, so come back to it 
in a bit. Try shooting the electricity 
panels to your right, when you do. 

Rooms 

Head back to room three and cross to 
the corridor with the flames in - do not 
fly into them: you will die! Instead, 
follow the corridor. Shoot the door over 
the hump and go right on in. 

RoomB 

There are some powers-ups up in the 
ceiling but as you go for them, you will 
suffer a swarm of fighters. There's gold 
in one of the top balconies and the exit 
is to the right of your entrance. 
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RBBmsTRR 

The first room along this route has 
nothing of interest. The second has a 
^ tank - plus a fighter will attack 
from behind - and goodies in the 
roof (including gold). There's 
more gold in the balcony 
above the entrance. 

Room 8 

Looks 

like 

rooms seven 
and eight, 
except that 

Get 

deactivate the firewall in 
room five. There's more gold here 
too, not to mention another scrappy 
bgfight. Before you leave, make a note 
the ceiling tiles: which ones are flashing 


in what order? Scribble it down - you'll 
need to remember it exactly later. Go 
through the doorway and back into room 
six - which is re-filled with enemies to 
blast - and you'll have come full circle. 
,When done, leave through the right door to 
re-trace your steps to the firewall. 

Rum IB 

Go down the corridor until you reach a 
swimming pool. The second alcove on the 
left contains the generator, so blast it and 
then head back to room four. The 
electricity blocking your way has now 
cleared, so you can head down the corridor. 

Rum 11 

At the end of the corridor awaits a safe 
but before you grab the vault key out of 
it, clear the approach room - this is a 
restart point. Go down the other corridor 
- at the end of it is a chamber with too 
many guns and fighters in! When cleared, 
go down the shaft in the middle. 

CirrMBPl 

It's time to go down... When you reach 
the cavernous tunnel with a track on the 
floor, head along it. When you reach a 
branch, go left - the right has a small exit 
but it is blocked by flame. There are tanks 
here and at the end of the left branch are 
lasers, crisscrossing the mouth. Shoot and 
they part briefly, allowing you through. 

Rbbbi 12 

In here is a giant red keypad on the 
right: it is the first of three keypads 
where you need to enter the correct 
codes in order to pass. Here, enter 
exactly the sequence of flashes you 
noticed in the roof of room nine by 
shooting the corresponding buttons - 
this will open the red doors. 

Rbbbi 13 

Go down the shaft into a central room, 
then go down the right tunnel and this 
will give you the green code - just look at 
the markings on the floor. The route ahead 
is not worth bothering with, so got to the 
end of the left one and blast the wall to 
find a secret area and gold. Make your way 
back out into the earlier corridor but be 
careful when re-emerging, as more fighters 
will be keen to have your ass in a sling. 

RackinCBrriilBrl 

The flame cuts out long enough for you to 
pass. You'll then find yourself in a narrow 
tunnel, leading to a wider corridor. 

CBiTidBr 2 

This corridor branches off to other rooms 
which are cut off, as before, by lasers. They 
also both have keypads like in room twelve: 
to the left is green, to the right, red - go 
to the green keypad. 



This room is accessible after you have 
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up. You'll get a message warning you that 
the sub's engines are overheating, so go 
find 'em and turn 'em off before they blow, 
taking you with them. 





keyed in the green code, just as before. 
Go down the shaft to reach another 
central chamber, with three other exits: 
the left one leads to a secret area and 
more gold, the right one to the blue code 
and the central one to minor powers-ups. 


Located behind the blue keypad room. All 
you need to do now is find the exit. Again, 
head down the shaft to reach a chamber 
with three exits. This time the one ahead is 
blocked by flames - there's nothing to the 
left. Now take out the guns to the right to 
deactivate the new firewall. Loads of ships 
will attack you and since your shields are 
probably very depleted by now, make a run 
for that exit. You're looking for a purple 
room (hmm... very seventies!) which is 
where the secret area with plenty of gold 
lies. If you've restarted and have lots of 
health, you may as well take them all out. 
There's a restart point here, which seems 
kinda pointless - when you leave this 
room, you've completed the level! 


but their doorways are blocked by 
electricity. Leave it for now and head on 
down the corridor, into the room on the 
right at the end. 

Your first DNA sample - the microscope - 
and some gold. Head back out and go 
down the shaft opposite this door - shoot 
out the mine before you go down. Also, 
shoot the slatted box by the shaft to get 
a Nitro. To the right of the corridor is a 
hatch leading down to another deck but it 
won't open, as you haven't collected all of 
the DNA samples up here yet. Around the 
left corner, a gun is placed on the wall. 

Go this way to reach another room with 
an area sectioned off by lasers 

Through the lasers you can see a red 
dome on the left wall. Shoot it to turn off 
the lasers and allow you into the room to 
get more DNA and shield strength. Now 
that you've learned this trick, go back up 
to the first room with blocking lasers in. 


This level takes you under the oceans in a 
sealed submarine that was the site of 
genetic experiments. To this day, the 
laboratories remain untouched... including 
the mutant DNA! Untold riches will be 
yours if only you can make it out alive 
with some samples tucked into your boot. 

Rninil 

Behind you is the bridge exit but it's 
locked. Shoot the crate for powers-ups 
then look for a shaft, which is to the 
right of where your first foes appear. 

Clear the area to unlock the barriers down 
the shaft before you head down there. 

CirHiirf 

The first door on the right contains inner 
walls that are activated by your approach 


Back upstairs, in the right hand room, 
shoot at the left wall beyond the lasers 
to throw a switch; this turns off the 
lasers in the left-hand room. Pop 
around there to shoot another red 
dome in the ceiling, which enables 
you to get into the room that 
holds the switch you just shot. You 
can now pick up the last DNA on 
this deck and head further into the 
depths of the sub. 

lie limr Reels 

As you emerge into the corridor, 
there is a gun to the left. Take him 
out before entering the room at the 
end. Batter the tanks and get the DNA, 
then head back along the corridor to 
enter a similar room, with more DNA. In 
the rear-right corner is a ramp for you to go 


iis M 

This couldn't be easier to find; just 
continue along this corridor, following the 
bends until you reach a room. The purple 
haze will damage you, so don't hang about. 
Fly through the middle of two blocks and 
turn around (having shot out the tank). To 
left and right are two switches, each one of 
which turns off an engine turbine. You 
need to hit them both, then the red dome 
in the middle which shuts down the central 
core. A skeleton key will then appear, 
which unlocks a locker compartment to the 
left, holding a DNA. You'll now get a 
message saying that you may move on to 
the Containment decks. 

Fly over the engines into a small hatch 
and follow the corridor. When a hole 
appears in the floor, shoot down it to 
prevent fighters sneaking up behind you 
when you engage enemies further along. 


A flame fills this shaft - just shoot the 
red dome on the wall to switch it off. 
Keep firing until the shaft is emptied of 
enemies. Ahead at the top is a locked 
barrier, so go into the room on the left 

- there's a gun on the right wall - and 
get more DNA. Hordes of fighters will 
attack, so keep strafing. As you face 
the way you came in, there's an alcove 
with gold in it but again, it's locked. 

Go into the doorway to the left. 

Be careful with your shots 

- stray hits could 
lead to your 
downfall. 

Go 








for the tank and gun in the right room 
before opening the armoury door on the 
left and releasing a fighter. There's a 
switch in this right room that opens the 
containment decks - the door here leads 
to the exercise decks but they are locked 
as yet. Stay in the room and pick off each 
fighter as it passes the doorway. Shoot the 
crates in the other room to reveal some 
much needed shield points, but take care 
to avoid the mine. 

Return to the room before the armoury 
and you can now go into the locked room 
where you could see the gold; this leads 
into the DNA you saw earlier. After 
collecting this, the route to the armoury 
is blocked by a laser - you need to pass 
through when it switches off. 

Go into the right room where the switch 
was. There's a hatch in the floor to the 
right, which leads to another vertical 
shaft that's plagued with planes. At the 
bottom is a restart point. 

Prises Hesk 

Head through the iron gate - shoot the 
ceiling switch to open it - and you'll be in 
a hexagonal horseshoe, just like in Star 
Wars! At either end is a missile launcher 
which need to be eliminated. Trouble is, as 
you do so planes will come up behind you. 
In alcoves, powers-ups lurk and more red 
domes require shooting to green. Fly up 
the left arm and turn into the end corridor. 

Prison CorrMir One 

This ends in a chamber with four rooms. 

The DNA is in the far right one but blast 
the crates in the others too, for powers-ups. 
Whenever you grab some DNA, foes always 
appear, so you know what to expect. 

Pilsu Cirridir niri 

The next corridor off the horseshoe 
looks very similar to the last one. Two 
alcoves contain weapons pods but it 
leads to another divided chamber. The 
DNA is in the near left room. 

Prism enrimr 3 

Go back to the horseshoe and up to the 



Rnom Bne 

This room is your restart point, later. None 
of the doors will open when you shoot 
them, so go through into the next chamber. 

Rioin IWb 

Get the Trojax power-up and shoot the 
switch. Conserve this weapon, as you'll 
need it later for more switches. Head 
back to room One - look out for mines 
that will block your way. 

TSe Lswer Rii| 

Back in room One, the two doors on the 
lower level will now open. The left leads 
to a blue teleporter which first needs 
activating. It is located on the lower ring 
but your progress around is blocked by a 
blue wall. The right door in room One 
leads to the same ring on the other side 
of the blue wall, whilst the horizontal 
split in the corridor takes you up. 

Tbe 3rmt Hall 

Once clear, if you hit the right spot the 
teleporter will be activated. Before you go 
back there, get the power-up in the top 
right of the ceiling and the gold in the top 
left. As you come back out of both, avoid 
the hovering mines, then just fly into the 
blue eye-shaped mass to teleporter. 

RaiiiiiS 

The only thing in here, bar enemies, is 
another switch in an alcove to the 
right. This one opens the doors on the 
central ring of room One. 


far end of the right arm. It looks much 
like corridor Two and the DNA is in the far 
right room. 

PrisoB Ogrrimr 4 

There's DNA in both left-hand rooms and an 
extra life on the right-hand side at the rear. 

mmn. 

.enral Carridar 

At the middle of the horseshoe's curve is a 
corridor below the level of the floor. Drop 
down into it, take out the gun at the end 
and hit the red dome switch. As you fire 
rounds off, hitting the ski>ll and crossbones 
panels on the walls, four corridors will 
open up. The two on the right have tanks 
that can be picked off from this tunnel. 

Go down the first entrance on the left 
to get the Trojax gun. The second left 
corridor only has a shield pod but the 
right ones hold DNA. 

This completes the selection from 
this level and opens the exercise deck. 
Get back there but don't go too fast, 
tanks are blocking your way and mines 
are strategically placed around corners. 

iMfzm Sesk 

Follow the corridor until you reach a room. 
It gets a bit frenetic in here, so get 
blasting. Another bounty hunter turns up 
here and you'll need to finish him off. Keep 
moving and circling, using the Trojax gun's 
charging capacity and aim carefully to hit 
him with a few strong shots. Get the gold, 
of course. This will complete the level and 
you need to find the flashing lights to find 
the exit in the corner of the room. 


A locked room mystery. Each of the three 
rings encompassing the first room can only 
be accessed by throwing hidden switches, 
so progress is slow and spiralling. 
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solution 




Tie Central Rii| 





Fly into the door opposite and above 
you - it curves upwards. To the right of 
your exit is a giant red light bulb; you 
need to go left here. If you follow the 
ring right the way around, it brings you 
out through the door opposite the one 
you entered, back in room One. On the 
way around, you'll have flown over an 
overhanging passage that doubles back 
on itself under the ring. 

Reen4 

A semi-invisible pink-bomber hassles you 
here. You should try not to get drawn 
into the maze-like grid underneath until 
you've dispatched him but you may have 
no alternative. Doing this will complete a 
sequence -as you look at the floor, you 
will see four holes. Ignore the isolated 
one and look at the three in a line: in the 
left-hand one will be gold, in the right, a 
shield power-up, whilst the central one 
contains another switch. Throw it using 
the Trojax gun again. Be careful not to 
drop down into the path of the missiles 
that launch from the two end walls. You 
have now unlocked the door to the upper 
ring which, as usual, is located in room 
One. The door is at the same height as 
the two you have just used but the 
corridor, which contains another pink- 
bomber behind it, leads upwards. 



Tie Hpper Riip 



Go right and take out the tanks and gun 
turret on the ceiling. You will pass a 
glitter ball behind a blue wall on the left, 
Go on to the end of the corridor, where 
you'll receive a turbulence warning. 

Rnb5_ 

There's a new restart point, here. As you 
go into the chamber, hit the doors at the 
far end and a boss-type character will 
appear. He may look like a Thunder Cats 
style sledge but he launches a screen full 
of homing missiles at you, so tread 
carefully. If you wait to charge the 
Trojax, too many of his missiles will 
penetrate your shield - you need to 
fire rapidly to take out any incoming 



missiles whilst attacking him. When he's 
been killed, a vertical shaft opens in the 
ceiling - go up it. 


Hpstaira 


Both exits lead to the same corridor, at 
the right end of which is some gold. 
When you've got this, head upstairs 
again through the red section of the 
ceiling halfway along the corridor. 

Tie Hime Clinler 

There are three walls that you need to 
pass, with flames blocking the way. It is 
simply a matter of judging what height 
the flames are at and either flying above 
or below them. Don't try and swoop 
through them all, though, as they will 
change as you approach, so take it step 
by step. On the far side is a choice: 
either head down the hole in the floor 
or take the corridor to the left. 

Left Cemior 

Pink-bomber-tricky-dicky! You're just 
going to have to keep plugging away at 
him. This room leads to a secret area. 


Tie Perpie Reen 


When this is emptied, you can see a tank 
behind a white barrier and a mysterious 
spiky object - but how do you get at it? 

VertlealSIin 

Back after the flame chamber, drop down 
into the shaft and follow it down. Take 
the first left but be ready to back up 
when fighters pour out. 

CerrMer flee 

At the end of this turn will be a 
chamber, with another giant red light 
bulb behind a yellow wall and at the 
opposite end is a yellow hole in the 
ceiling. There's a gun at either end 
in here that you 
need to destroy 


before getting the gold. With that done, 
continue down the vertical shaft. 

RimiR 

Get into this room to shoot, as the 
angle of the entrance means that you're 
at a disadvantage compared with the 
homing missiles that you're facing. This 
room contains a teleporter and two 
unspecified instruments; the left one is 
complete but the right has not made its 
connections. Shoot it to activate the 
teleporter. You should get a message 
that there's only one more switch to 
go. Go through the teleporter to exit. 

Piwer Rid Run 

You'll wind up in a room with blue pillars 
in; hit them to activate the mechanisms. 
To either side of you are gun turrets - 
blast 'em before the fighters turn up, 
because when they do, you'll have to 
scramble to stay alive and this is a very 
easy chamber to lose your bearings in. By 
the time you have activated three of the 
four rods, another bounty hunter will 
appear. Your nemesis needs some 
persuasion to leave you alone, so pummel 
him! When the fourth rod is going - the 
ring will move up and down - use the 
teleporter to exit the asteroid. 


TRERIfl-SPRERE 

The bio-sphere relies on a solar 
generator for energy for its critical 
systems. It's your job to destroy it and 
cut off the power. Oh, and then there's 
Exogenon, who hides in the sub-levels! 

Rnnl 

Follow the mine dropping mechanoid along 
and destroy him. If you don't, then he will 
reappear and litter this room with mines. 

As you clear the drop, there's a gun 
right behind you. We'll cross the lasers in 
a minute, for now go back into the first 
room and blast the ventilation grille in 
the wall. Now you're talking... 

Mnl 

To the right is some gold and to the left a 
power-up. Now go back to the laser room. 


Back in the laser room, there 
is a way through - just drop 
down to one side and crawl 
along the floor. 
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sJiil f 

When you first drop down into this room, 
you may find a mine dropper to destroy. 
There's an option to go left or right here: 
left will take you underwater, through a 
corridor, to a swimming pool room that 
seems to be pointless. 

Go right from room four for some tank 
action and more power-ups. There's a 
hole in the wall to the right, through 
which is another pool of water - this 
one holds a Nitro. 



Once you've collected the Nitro, you'll 
see that there are lasers blocking the 
right path. So, go to the left and on 
through the yellow corridor. 



To either side of this domed room are 
electricity panels - blast them away to 
bring down the sterilisation field. You 
can now go back to room five and then 
go through where the lasers were but 
beware; there will be gun turrets on the 
left as you pass through. 



There are more gun turrets here, before 
you can dive down through the shaft in 
the floor. This will lead you to a room 
with turbine fans above and below. 

Just fly right on through without 
hitting any of the fans. There's a 
second room like this in a minute but 
there's a Titan on the left. Be careful - 
do not be baited into this room until 
you've picked off the fighter. Head on 
down the corridor. 

f 

into a tough ship here - he 
hit with your full arsenal 
but DON'T use your Titan in the 
enclosed confines of the corridor - 
you'll blow yourself to kingdom come! 


There are three exits in the walls and one 
in the floor. Flames spout out of the left- 
hand exit, so head down through the floor 
to activate a restart point and get Pine 
Mines. The three all link up via lengthy 
ventilation shafts and you'll find some 
gold down here. After you've collected 
this, leave by the hole in the ceiling. 

There's an exit in either end and a small 
one, low down on each side. The 
diamond-shaped exit is not an option as 
the air circulation system is still in use. 
The square exit leads to a chamber with a 
huge fan in the ceiling and another heavy 
fighter, plus there's gold there too. When 
you've got it, go through one of the low 
down exits to reach a restart point. There 
are two curious yellow-white alcoves 
behind you. Go down the large corridor. 


Along here is a vertical shaft in the 
ceiling - just ignore it for now. You'll 
meet another biker who needs to be 
taught a lesson, so throw in the missiles, 
before heading around the corner and on 
into the spectacular generator room. 

If you decide to bring the bounty hunter 
in here to fight, you're in for one hectic 
time of it - I'd do him in the corridor! 

From the alcove outside the 
generator room, target the disc on the 
underside of each arm before hitting the 
central bright column. This will disable 
the solar generator, allowing you to fly 
up the diamond shaped exit in room ten, 
to meet hostile planes in the following 
room. This is arduous, so stick with it - 
a crystal will be your reward. 

eiiri4Br2iEirip 

Head back down the corridor to the shaft 
in the ceiling. The lasers fire in sequence, 
so just point your nose vertically and go 



for it. At the top, level out and you'll be 
in a room with two pink bombers - this is 
murder! The best thing to do is to fly 
right through without engaging either of 
them. There's a broad window in one wall 
- go through it. 



This room has four pillars spanning it. If 
you haven't disabled the solar generator, 
there's no point going in here: you'll 
only die! Immediately to the right of the 
door is an electric panel. Hit it hard to 
disable the laser defence grid, then go 
back to the room at the top of the shaft 
that you flew straight through. Orbital 
Pulsar powers-ups will be on each of the 
four pillars here - get them, then find 
the low corridor in a corner and speed 
down it and down into a drop. 

If you haven't disabled the laser 
defence grid, missiles will now fire 
head-on at you from out of the wall, 
spelling certain death. Luckily for you, 
you've taken care of things - haven't 
you? Now go and enter the yellow room. 




You'll be teleported into the arms of a giant 
crab-like creature. He's huge, with shell like 
armour and he spits homing missiles right 
at you as he moves crab-like around the 
hall. Scared? Don't be; he's a walkover. 

Exogenon lowers himself from the 
recesses in the ceiling to attack like a 
spider on a thread. When he's out of 
sight, do not loiter under any holes - he 
could just drop on your head. There are 
alcoves around the room, so use them to 
stay out of harm's way, until you launch 
your own offensive when he appears. Get 
out into the room and keep circling. Pile 
into him and before you know it, the cat 
and mouse game you're playing is over. 
After his implosion, duck down into one 
of the green lit alcoves to clear the level. 


Go in and get the loot - guns ablaze! 
This level is unremarkable, save for 
the fact that you can lay your hands 
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RllllB 

As you near the left corner of the room, a 
robot will attack you from behind with 
missiles; turn and drop him. Around the 
bend, you will see some bars with a switch 
on either side of the wall and you will also 
pass a restart point. You can only hit the 
first switch, which opens the locked door 
back in the irradiated room. En route will 
be tanks and the ED-209 impersonators. 
Collect the gold that appears as well. 

Room? 

Behind you will be a tank, in front of 
twin lasers firing up a shaft. To the other 
end is an exit blocked by two jets of 
flame - you'll be going this way. Just 
before the flame is a recess in the ceiling 
- get up there, pointed at the flames and 
when they die out, push forwards. 

VerflBal RIaft 

You'll be looking right down a green 
shaft. Pick off all the planes before 
you fly down it, then pause at the 
foot of this shaft to take out any 
opposition in the next room, before 
moving on through another restart 
point. Head straight down the slope 
in the floor, shooting the door at the 
end. Follow the corridor, blasting 
tanks and fighters until you reach a 
huge computer bank. 

Ciaipiiter Raak 

Loads of tanks hurl missiles at you as 
you circle the computers. You'll be 
able to pick up a tasty Transpulse 
weapon here, but the Beam laser is far 
more devastating. 

The computer bank house two more 
secrets: the first is on the near side. If 
the face is divided into two rows of 
four squares, target the top square, 
one in from the left. On the reverse 
side of the banks, hit the lower left 
corner (four remaining). 

RoomB 

The two shafts behind the computer 
banks both lead up into the area 
that's on the other side of the bars 
and green wall in room six. There's a 
switch at the far end and above the 
switch is a shaft that leads to the 
corridor between rooms two and 
three. The switch disables the lasers 
at the other end of room seven, so 
get back there. 

RnmR 

As you raise yourself up into the room, 
shoot the computer panel to the left of 
the entrance to get another secret and 
some gold. Hit the switch to release the 
security gate, then head back to the 
bars in room eight. 

Riom B (aiiin) 

You can now go through the bars and 
hit the switch, which will open the 


on the wonderful Beam Laser... It's 
time to slice and dice! 

Resin 1 

Your first job is to find the switch that 
opens the security door, so that you can 
get at a crystal. 

RBSi £ 

At the end of the only corridor is a 
door - through the window, you can 
see planes. Hit the door to open it 
and then get stuck in, looking out for 
the tank on the floor. The white shield 
on the far wall, bisected by a red 
cross, is the switch; the trouble is, it's 



inactive. Go down through the chute 
in the floor. 

RnninS 

Halfway along the chute is a door but it 
won't open. Shoot the panels at the end 
of the room to find the first secret (seven 
more remaining) then head down through 
the floor. 

RoBin4 

Two tanks will fire at you from a 
distance, so pick them off from this 
ledge. As you move further into the 
chamber, fighters will start to drop 
down from the boxes in the ceilings. 
When they've all been dealt with, 
destroy all the waste material - this 
means blasting the three groups of 
canisters on the floor. Your reward will 
be an extra life pod. And more enemies. 
And then a Beam laser - oh yes! The 
exit is up through the roof, and 
contains a restart point. 

Runs 

This room is heavily irradiated and 
damages your shields, so head out 
through one of the doors hidden behind 
a wall at either end of the room - only 
one of these works. As you leave the 
chute, blast the grille behind you to 
find another secret (six remaining). A 
tank will then attack from the top of 
the ramp. 





radiation doors - but will also bring all 
of the security units on line. This will 
enable you to head back up to room 
two through the shaft in the ceiling 


Hit the switch in the wall, which will 
open the ceiling and release more 
fighters. Blasting the lighting panel 
that's over near the roof uncovers yet 
another secret and just up the corridor 
that you've revealed is a restart point. 



This two level room is crawling with 
tanks: three attack from the lower 
level at once. Just enter the room to 
allow yourself the full width of the 
room to evade their missiles and blow 
them away. Both levels come out at 
the same corridor mouth but the upper 
level holds the penultimate secret and 
some gold. 

RMin II 

The chamber down at the end of this 
corridor is divided by a wall down its 
length. To the left of this wall, two 
tanks roam and there's a lone gun 
turret to the right. 

On the far end of this wall is 
another switch. This one will release 
Foetoid for you to fight - use the 
Beam laser and missiles, too. It also 
reveals a crystal in the wall behind 
you, in an alcove which is also the 
end of level nine. 


UPSKEflSRiP 

It's like the plot from a modern day 
pirate movie. There's this ship, see? 

It's got a hull full of gold, but ye can't 

get at it, me hearty! What ye needs to 

do is set four of yer primers, arm a 

detonator and blast the ship from the 4 

sea bed! Har-har! 



First of all, try looking out of the 
windows at the ocean beyond... When 
you've done that you can proceed. 
When you clear this room, you'll 
receive a Golden Powerpod. There's a 
hatch in the wall opposite the ramp - 
shoot it to open it and get down 
there fast to take advantage of your 
Golden Powerpod. 



Welcomed by tanks and fighters, there's 
also a gun turret behind the partition 
with an alcove. The exit is through the 
floor in a corner. 

Boons 

Again, the exit is through the floor. 

The green stuff is actually water and is 
perfectly safe to fly straight into - it's 
time to get your feet wet! 
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Take the first turning or youTl reach a 
dead end. If you take the next left, 
you'll find yourself in a closed 
chamber, where you'll receive the 
message 'Something big holds the 
clue.' The right branch leads you to 
the first of four primers. 


Head back again to room two, where 
there is another exit located in the 
ceiling for you. Follow the corridor 
into a room with a tank, pink bomber 
and a huge gun (inoperative). The 
barrel of this gun is pointing towards 
a hole in the floor that you need to 
go down. 

This room is divided into bays on two 
level, on both sides. It contains a 
tank and a gun turret but as you're 
picking them off, a fighter will come 
and attack you from behind. If you 
shoot the middle upper bay on the 
right, you'll receive some gold. The 
penultimate bay on the right leads to 
a red switch; this unlocks the first 
door back in the room on the lower 
left from the entrance. As it opens, a 
fighter will attack. The door leads to 
primer number two. 

Back in room two once again, there's 
a door at the end of the four grey 
slabs that needs shooting. Blast the 
fighter that emerges and you will get 
a Golden Powerpod, which you WILL 
need in the red chamber - yes, it's 
going to get tough! Go along this 
corridor now, taking the shaft below. 


guns on the far side of the arms. 
Continue on through the door. 


A nasty Gatling gun awaits you here, 
hurling missiles in your direction. Get 
rid of it pronto, as it will damage your 
health immensely. Now turn around and 
face a horde of planes, before going 
right, out through the other door. 


There's a single pipe running right up 
the middle of this green shaft. Follow it 
until it turns through 90 degrees - 
there, nestling underneath it, is the 
third primer. You can see a crystal 
behind a huge propeller but the 
turbulence prevents you from reaching 
it, even with Nitros. Go back up to the 
tunnel branch after room two. 


At the end, there will be some double 
doors to shoot open, revealing the red 
chamber that towers above you. This 
section will turn into a bit of a 
dogfight, so make best use of the 
Golden Powerpod, which you have 
hopefully just picked up. Behind the 
bridge that spans the chasm is 
another door. 


The room has four arms but only one 
holds a red switch. When you shoot it, 
it opens the dark sguare panel in the 
floor of room three. 


This leads to a secret area with gold. At 
the end is a red switch, which stops the 
propeller in the vertical shaft. You can 
now go and get the crystal, before 
heading on, back to room seven. 


SOL ution 


right wall, in-between the two metal 
outcrops. Drop down there and then 
follow the shaft along to a green room. 


At the entrance to this room is a 
mechanical foot that lunges down 
periodically from the ceiling - time 
your entrance to miss it! Before you 
do so, though, take out the Gatling 
gun and tank that are inside. 

Lurking at the back is the last 
primer for you to find. Head back to 
the underwater tunnels and the room 
where 'something big holds the key.' 




Once here you'll be confronted by a 
large submersible. It will drop mines 
the whole time that you're fighting, 
so keep firing to clear the waters up 
in front of you as you attack. You 
need to target its tender underbelly - 
it will flash red when you're hitting 
the spot. 

When you've done it enough 
damage, the sub will split in half. 
Sticking out of the front of the rear 
half is a green area that you need to 
hit - again, it'll flash red if you're 
doing the job. When the rear half has 
been destroyed, you can activate the 
doors. A fighter will burst out, so 
deal with it and claim the Golden 
Powerpod, then turn around again 
and you'll finish the sub off in no 
time at all. 


Wade in with the golden guns! 

Here's the detonator, on the left. The 
window on the right looks into room 
seven, which is where you will want 
to go. 





This room leads you into a big red 
chamber with a four armed structure 

overhead. Take out the gun turrets while There's an exit hidden in the floor in 

circling the fighters - there will be more front of the computer panels in the 



This will be swarming with enemies, 
but despatch them and you'll get some 
gold. Basically, you'll know you're on 
the right track when you encounter 
opposition. Just in front of the 
window, shoot at a ceiling panel 
which will slide over, allowing you to 
go further up and escape. 





You'll end up out in a tunnel, facing 
fighters and another bounty hunter, in 
heavy turbulence. This makes 
targeting difficult - the best thing 
you can do is use the Transpulse to 
shoot around the bends of the 
approach tunnel, without exposing 
yourself to fire. You should be able to 
at least weaken your opposition 
before entering the tunnel. When 
duelling with the mercenary, switch to 
Trojax and then let off a few well 
aimed, fully charged shots. When 
that's done, just fly up to the ceiling 
and you're outta there! 
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Additions to this mnoth’s Tip the Bstanoe incinde AiwflM. forsoAeo end Vorao/. Romemher, we 

weionme any cheats tram oor readarsl 


; If you know of any cheats that 
I we'ffia missed out, send there to us 
I atmpiiie Balance, Ulubate PC, 

I Rapide Publishing, 1 Roman Court 
I 48 Um North Road, Exetet EX4 
I 4EP. There'll be a free game for the 
best of those printed. 


Abe’s Oddysee 

Select Level 

To select a level go to the main title 
screen and then hold Shift and press 
DOWN, RIGHT, LEFT, RIGHT, LEFT, 

RIGHT, LEF and UP on the arrow keys. 

View Movies 

As with the select level cheat, go to 
the main title screen, hold down the 
Shift key and press UP, LEF, RIGHT, 
LEF, RIGHT, LEF, RIGHT and DOWN 
with the arrow keys. 

Age of Empires 

Press Enter to activate the cheat mode, 
then type in the following codes: 

BIG BERTHA - Improves heavy catapults 

BIGDADDY - Places a rocket launcher 

car at your town centre 

FLYING DUTCHMAN - Catapult ships 

can travel on land 

GAIA - Control the animals, 

not the humans 

HARI KARI - Suicide 

HOME RUN - Complete the scenario 

HOYOHOYO - Priests get 600 hit points 

ICBM - Ballista range 100 

JACK BE NIMBLE - Select a catapult, 

activate chat mode, catapult now 

fires humans and animals 

MEDUSA - Dead villagers return as 

Black Riders 

NO FOG - Removes Fog of War 
PHOTON MAN - Receive a nuke 
trooper in your town centre 

Army Men 

Press [ESC] then type: 
OCCULTATION - Puts you into stealth 
mode, so the enemy don't know 
you're there until you open fire. 
PYROMANCER - Gives you unlimited 
ammo for flame-thrower. 

PLETHORA - Gives you unlimited 
ammo for second weapon. 
AEROBALLISTICS - Gives a 
complete list of air commands 
(strike, recon, paratrooper). 
INVULNERABLE - Makes your 


Sarge invulnerable. 

PARALYSIS - Freezes enemies. 
TRIUMPH - Instant win. 

SUCCUMB - Surrender. 

Battlezone 

In single player mode, hold down 
Shift and Ctrl then type in the 
following cheats: 

BZBODY - Unlimited shields 
BZFREE - Unlimited resources and pilots 
BZTNT - Unlimited ammo 

Beasts and Bumpkins 

Cheat Mode 

Type 'KNEELBEFOREME' at any time 
during the game - a sound will 
confirm the cheat mode. 

Press Fll once to enter the edit 
mode and then type in any of the 
cheats below; 

-G - Lots of gold 
-ol03 - For man or woman 
-Olio - For a cow 

-c - To duplicate the last created object 
-Ctrl-F6 - To remove the fog of war 
Press Fll once more to enter the 
Script mode. 

Type 'loadmission', then press Enter, 
then the number of the mission to 
load, 1 to 30. 

Press Fll again to exit the cheat mode. 

Chasm 

At the main console, type in the 
following words for the relevant cheat; 
INVISIBLE - Two minutes invisibility 
CHOJIN - Become immortal 

AMMO - Full ammo 

ARMOR - 200% armour 

FULLMAP - View the full map 

KILL - Kill everything immediately 

Cnmanche Gnid 

Simply press the 'R' key for the Radio 

and then enter the following codes: 

PIGSOINK - Max overkill 

HARMONY - GPS Hellfire 

6969 - Mercenary 

X666 - Kills your team-mate 

IMARAT - Invisibility 

IMACOW - Time freeze 

LOADME - Reload 

FIXME - Fix Damage 

Cnnstructar 

If the council are doling out too 
many black marks to you, get yourself 
a level two house and make the 


tenants the 'punks'. After a short 
time, the punks will start to complain 
about a hedge and you'll be given 
some more black marks if you don't 
reduce the rent considerably. 

If you do this you'll receive some 
white marks. With this done, put the 
rent back up and then wait for them 
to start complaining again. You can 
repeat this trick as often as you 
like, helping to build up hundreds, 
or even thousands of white marks. 

Here are some cheats from 
Jonathan Friel. The following 
cheat codes are for DOS 
Constructor only. The words must 
be typed in without any spaces 
on the single player or network 
selection screen. Each one must 
be finished by pressing Return. 
You must makes sure that you 
cannot see any words being typed 
into the screen. When successful 
you will here a beep. 

Once in the game press C and 
you will notice a 'x' sign by the date 
at the top of the screen. This will 
show that the cheats you have 
entered are now activated. You 
cannot save a game and return to it 
later with the cheats still active. 

Speed471 - Allow speed up game in 
network mode 

Worker902 - Allow buying of workers 
at all times 

Gangster822 - Allow converting of 

workers to gangsters 

Weapons473 - Allow buying of any 

weapon for gangsters 

Tenantsl27 - Allow selection of any 

tenants at any time 

Fences673 - Allow selection of any 

fence at any time 

Loans039 - Allow borrowing of any 

amount from the bank 

Estatesl31 - Allow buying of an 

estate without limit 

Houses738 - Allow selection of any 

house at any time 

Build909 - Allow CTRL when placing 
house at any time 
Actions674 - Allow use of 
undesirable action on easy level 
Gadgets337 - Allow manufacture of 
any gadget in gadget factory 
Missions824 - Allow alt I to toggle 
missions on/off 


Complain840 - Allow Alt P and Alt M 
for supplying police and bribes 
Cadets552 - Allow team change in 
single player mode only 
Maps751 - Allow playing of any map 
with any number of players 

Extreme Assault 

Operation Area 1 

Mission 1: Shoot the hanger floor to 
uncover a secret area. Besides 
extras, you will also find a teleporter 
switch which will take you to the 
final mission of this area. 

Mission 2: Blast the hillside between 
the two trees located at your 4 
o'clock when you start the mission. 
Mission 4: Take a closer look at the 
church clock - it works! Destroy the 
steeple of the church to obtain 
some extras. 

Mission 5: As you are going up to 
the village you will see a single tree 
on your left. Shoot the base of the 
mountain behind the tree and a 
secret place will be revealed. Here 
you can switch between the 
helicopter and the tank. 

Mission 6: Return to the tunnel you 
passed through before the mission 
started. Destroy the giant fan - it is 
blocking the entrance to a secret area. 
Mission 8: Descend to the castle 
ruins for some more power-ups. 
Mission 12: Go in the opposite 
direction as the green arrow is 
pointing to get some extras. 

Operation Area 2 

Mission 1: At the beginning of the 
mission you can reveal a secret area 
if you turn round and shoot the wall 
behind you. 

Mission 3: When the mission starts, 
turn round and take out the gun 
turret in the alcove. Then destroy 
the wall behind it to reveal a 
secret area. 

Mission 9: At the start of the 
mission, turn round and shoot the 
gate on the back of the rock bridge. 

Operation Area 3 

Mission 1: Descend into the 
volcanic craters to find some extras. 
Mission 2: Blast all of the crates in 
the first room. At the end of the 
mission there is an entrance to a 
secret room on your right. 
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Mission 3: First fly to the aircraft 
carrier to collect the power-ups. 

Next go to the border of the 
mission area. Wait a short time 
and you will see an airliner 
approaching. Shoot him down with 
a guided missile and then check out 
the beach. In the jungle you will 
come to a fork in the road; shoot 
the tree with the birds in it. 

Mission 4: Destroy the statue in 
the village for some additional 
power-ups. 

Mission 5: When you come to a 
cave with a shattered bridge, 
descend to collect some extras, 
then fly straight ahead and shoot 
the apparent dead end to enter a 
secret area. 

Mission 6: One way to complete 
this mission is to first destroy 
the generator. 

Mission 7: You'll find extras behind 
the first moving wall and after you 
shoot a hole in the cave wall above 
the rock. 

Mission 8: Drop down into the highest 
crater and revisit the hall found in 
Mission 2 for some nice surprises. 
Mission 9: At the moving walls go 
straight, then down, then straight 
and blast a hole in the end of the 
tunnel for some extra ammo. 

Operation Area 4 

Mission 1: Shoot gate number three 
to collect some more extras. 

Mission 6: In the room with the 
descending ceiling, there is a secret 
passage to the right. 

Mission 8: Shoot the wall by the 
ramp next to the left generator to 
get a few power-ups. 

Mission 9: Some walls hide secret 
rooms. Start shooting to find them. 

Operation Area 5 

Mission 1: Kill the two friendly 
helicopters after they help you. 
Mission 2: Under the rock bridge is 
an entrance to a secret room. 

Mission 3: Check out the area where 
the tanks are coming from. 

Mission 10: A the beginning of the 
mission, fly to the right just outside 
the tunnel for some extras. 

Operation Area 6 

Mission 4: Follow the ice path to a 
cave that hides some extras. 

Mission 6: Find the bridge on your 
radar and then go up to collect 
your bonus. 

Mission 7: Shoot the right corner 
of the large building for help in 
defeating the final boss. 

Network Play 

Use the name HAMMER when you begin 
a network game. You'll be able to use a 
unique series of pre-recorded messages. 


The Cheats 

Type 'oh dear' over the main menu 
to activate the ALTl to ALTO 
cheats as follows: 

ALTl-Full ammo 
ALT2-Upgrade current weapon 
ALT3-Full energy 
ALT4-Indestructible 
ALT5-W0W!!!! 

ALT6-Mission completed 
ALT7-Deactivate enemies 
ALT8-Heli-mode 
ALT9-Tank-mode 
ALTO-Speeeee 

Fallout 

If you want to earn yourself 
hundreds of Caps, first go to the 
town called Boneyard. Here you'll 
find a man in a shop who repairs 
weapons and makes ammunition 
and is also loaded with around 600 
Caps Steal these of him and then 
save the game. Now reload it and 
you'll find the man has got another 
600 Caps. Steal them again and 
keep repeating the trick as many 
times as you like. 

FIFA; RTWC 

Type EXIT during a match and the 
crowd will disappear. 



Brand Theft Auto 

Change your name to any of the 
following for the desired result: 
itsgallus - Access to all the levels 


iamthelaw - No police around 
itstantrum - Unlimited lives 
suckmyrocket - All weapons and armour 
itcouldbeyou - 999,999,999 points 

At the character selection screen 
press Delete to change the 
character's name. Type in 
'nineinarow' and this will give you 
access to all the levels (like the 
one above). Also, typing in 
'callmenigel' will allow you 
to get all the weapons each time you 
die and restart by pressing Shift and 8. 

When saving enter the following for 
a couple of useful bonuses: 

By a playstation - you got it, it's 
God mode. 

World of fish - you will be able to 
access any level. 

Huavy Buar 

Hold down aRL-ALT-SHIFT 
and then type in: 
hesbackandhesgotagun - 
Unlimited ammo 

checkmatein2 - Complete mission 
bedouin prince - Invincibility 

Nexen 2 

Press the ~ key to get to the 
console and then type in any of 
these cheats: 

God - Toggle God mode On and Off 
Give 2 - Gives weapon 2 
Give 3 - Gives weapon 3 
Give 4 - Gives weapon 4 
Notarget - Toggles On and Off 
whether the enemies can see you 
Changelevel X - Changes level 
(Replace X with the level name) 
Restart - Restarts the level 
These should help you complete 
the game. 

Ignitinn 

Type in the following at the main 
menu screen and you'll hear a signal 
letting you know the cheat has 
been activated: 

BANARNE - High cars 
SKUNK - See only wheels 
FILM30LK - Ignition on acid 
SURMULE - Get all options, and all 
the tracks 

SVINPOLE - Extreme close up 
SLASKTRATT - Get super cars 
Type in any of these cheats at the 
main menu screen and you'll hear a 
noise which signals that the cheat 
has been successfully activated. Type 
the cheat in again if you want to 
turn it off. 

Banarne - Big cars 
Skunk - Just wheels! 

Svinpole - Extreme close-up 
Filmjolk - Psychedelic 
Slasktratt - Get all the cars 
Surmule - Get all the tracks 



incoming 

I At the first options 
screen for Incoming, type in 
NUMBERONEDACRESTREET for a 
menu of cheats. 


Jedi Knight: 
Dark Forces 2 


If the force isn't quite with you, 
type't' to go to the command 
console and simply enter any of 
the codes listed; 

KILL - Kill yourself 
REDS - All weapons 
BACTAME - Full health 
WAMPRAT - All items 


lAMYODA - Light force master 
SITHLORD - Dark force master 
YODAJAMMIES - Full force 


ERIAMJH - Fly mode 
THEREISNOTRY - Next level 
RACCOONKING - Both light and dark 
force powers 

DEEZNUTS - Next force level 


JEDIWANNABE ON - God mode 


Jedi Knight: 
Mysteries of Sith 


Press T and then type in any of the 
codes below for the desired effect. 
To activate the codes press Enter, 
diediedie - All weapons 
gimmestuff - Full inventory 
gameover - Level skip 
train me - Force level up 
freebird - Fly mode 
trixie - Extra mana 
cartograph - Reveal map 
iamagod - All force powers plus 
full mana 


liberation Day 

First of all, open the Liberation Day 
folder. Then open the .exe folder in the 
Liberation Day directory and search for 
a file called libday.ini. Open this file, 
find a line called cheats = 0 and 
change it to cheats = 1. Now save it. 


Now, in the game, you can press the 

following keys to access cheats: 

tab-w - Win scenario 

tab-l - Lose scenario (useful!) 

tab-d - Gain resources in both city 

and deployment mode 

tab-r - Full armour 

tab-p - Get infinite action points. 

Little Dig Adventure 2 

A simple, but extremely useful 
cheat this one. Hold down the 
Shift key and type TWINSEN'S 
BACK to get infinite amounts 
of everything. 


On the first island, where you 
start, go to the top of the hill 
where the ruins of the old citadel 
are and there is a cow there. Walk 
to the rear end of the cow and 
hold down the 'X' key, now press 
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and hold the arrow key for forwards 
and infinite clover leaves pop out 
of the cow! 

So now you know where to go 
for extra lives if you need them. 

Men in Black 

During play, hit the Esc key and then 
type in 'Dougmatic' This will return 
you to the game. Press the Esc key 
again and type in whichever of these 
cheats you like: 

Protectme - Immortality 
Moveme - Level skip 
AGENTJ - Play Will Smith 
AGENTK - Play Kevin Cunningham 
AGENTL - Play Laurel 
HQ - MIB Secret Headquarters 

Mnnster truck 
Madness 2 

On the Scrapyard Run track, find 
the fourth checkpoint and look for 
the building with the wire fence 
and the truck parked outside. Drive 
through the fence and turn left on 
the road, which goes in a circle. 
Turn left on to the track, and drive 
until you see a fenced-in area on 
your right. Drive into this area and 
go up to the screen, which will 
display the message "The terror has 
been unleashed". This is the 
Graveyard track. 

Myth: The Fallen lords 

Level Select 

To be able to select which level to 
play simply hold down the Spacebar 
whilst selecting a New Game from 
the menu screen. 

Level Skip 

During a battle hold down Ctrl and 
then press the + key and you will be 
whisked on to the next fight. 

NBA live 'SB 

For this selection of secret teams 
first click on the Rosters option 
and then choose Create Custom 
Team. Enter the following names as 
custom team names and you'll have 
the hidden teams: 

EA Europals 
Hitmen AllSorts 
Hitmen Coders 
Hitmen Earplugs 
Hitmen Idlers 
Hitmen Pixels 
QA Campers 
QA DBuggers 
QA Test-tubes 
TNT Blasters 

Nuclear Strike 

Here's a selection of level codes 
which should help you through this 
arduous game: 

3UNGLEWAR 

BUCCANEER 



HAMMERHEAD 

DETONATE 

AFERSHOCK 

BLITZKRIEG 

CHESSPIECE 

NOMANSLAND 

BASTILLE 

LIGHTNING 

UNLEADED 

GUNSRUS 

CHAINMAIL 

ONETWO 

APACH ELITE 

EAGLEEYE 

CROSSEYED 

OLDSCHOOL 

SURFIN 

SHARK BAIT 

MAD BOMBER 

CHEESYPOOF 

MPH 

PHOENIX 

AVENGER 

Pawerbnat Baclng 

To race in a radio controlled boat, 
simply enter your name as SML. 

Bedneck Bampage 

There's a number of cheats for this 
game all of which can be typed in at 
any point during the game: 

BUBBA - An aiming site 
RDALL - Have all keys, ammo, 
health, etc. 

RDBETA - Message 'Eat me!' 

RDELVIS - Message 'Elvis Lives!' 
RDGUNS - Get all guns 
RINVENTORY - Get all inventory 
RDKEYS - Get all keys 

BIse Bf The Triad 

Select a new game and when 'The 
Hunt Begins' has loaded up and you 
are standing in front of the Heat- 
Seeker, bash in these cheat codes: 

DIPSTICK - Enable cheats 
CHOJIN - Woundless with weapons 
HUNTPACK - Outfit player 
RIDE - Missile cam 
TOOSAD - God mode 
SEEYA - God mode as well 
LONDON - Fog on 
NODNOL - Fog off 
BOING - Elasto mode 
BADTRIP - Shrooms mode 
FLYBOY - Mercury mode 
GOTO - Level select 
JOHNWOO - Extra pistol 
PLUGEM - MP40 
VANILLA - Bazooka 
HOTTIMES - Heat-Seeker 
BOOZE - Drunk missile 
FIREBOMB - Firebomb 
BONES - Flamewall 
SIXTOYS - All items 
SHOOTME - Bulletproof armour 
BURNME - Asbestos armour 
LUNGDUNG - Gas mask 


GOOBERS - Restart episode 
REEN - Restart level 
GOARCH - Skip level 
PANIC - Loose weapons 
86ME - Suicide 

Screamer Bally 

Type the following cheat codes in on 
the main screen: 

TRAMO - All tracks 
CARBO - Hidden car 
LEALL - All leagues 

Sbadnw Warrior 

Try these codes and kick some ass: 
SWGREED - God mode with all items, 
ammo and weapons 
SWCHAN - Press 3 to fly 

SWGIMME - All items added 

to inventory 

SWTREKxx - Warp to any level 

(xx being the number of the level) 
SWGHOST - Clipping 

SWMAP - Automap 

star Trek: Star Fleet 
Academy 

If you want to be able to fire whilst 
still cloaked, try activating the 
cloaking device and then go to red 
alert status. As long as you get red 
alert activated before the ship 
disappears, you'll now be able to 
fire whilst cloaked. 

Streets of Sim City 

In the Player's Choice mode, 

press Ctrl-Alt-X to activate the 

cheat mode. Then type in the 

following codes: 

mr fabulous - Invincibility 

lock and load - Full ammo 

sampo - $999,999 

im back - Repair damage 

cruise control - Turns on cruise control 

beefcake - All weapons and mods 

earth - Earth gravity 

moon - Moon gravity 

mars - Mars gravity 

jupiter - 3 u pi ter gravity 

cow frags - Cow frags are shown in 

the Scenario Progress window (F3) 

TBCA Touring Car 

Type in the following as a 
player name: 

XBOOSTME - Extra speed 
CMSTARS - Night time 
CMNOHITS - Ghost car 
CMMICRO - Top-down view 
CM DISCO - Coloured fog 
CMRAINUP - Rain goes upwards 
CMCHUN - Go-kart view 
CMLOGRAV - Low gravity 
CM FOLLOW - TV camera view 
CMHANDY - Big hands 
3HAMM0 - Level skip 

Tomb Balder II 

Level Skip 

Hold a flare in your hand, hold 



Down and Shift, then press 
Forwards, Backwards and turn 
around three time before 
jumping forwards. 

All the Weapons - As above, but 
jump backwards instead of forwards. 

Total Annihilation 

Press enter to get to the 
message screen and then press + 
followed by typing in one of the 
following codes (remembering to 
press enter again afterwards to 
activate it): 

ATM - Increase metal and energy 
by 1000 

Radar - Acts like 100% 
radar coverage 

DoubleShot - Two times damage of 
all weapon fire across board 
NowISee - Exposes map and turns 
line-of-sight off 

Unreal 

During the game, press 
[TAB] to activate the chat mode, 
then type the following: 

GOD - God mode 

ALLAMMO - Gives you 999 ammo for 
all your guns. 

FLY - Guess what? Lets you fly! 

GHOST - You can walk through walls. 
WALK - Turns off previous two modes. 
PLAYERS ONLY - Time stops until you 
hit [TAB] again. 

OPEN (map name) - 3ump straight to 
any level, just enter the name. 
SUMMON (item name) - Gives you 
any item, just type in the name. 
BEHINDVIEW 1 - Puts you in Tomb 
Raider-style third-person view. 
BEHINDVIEW 0 - Goes back to first- 
person view. 

Uprising 

Here's a few codes to help you rise 
to the challenge: 

Slick - Dangerous chump mode 
Mo money - Extra power and troops 
Way mo money - Loads of power 
and troops 

wing Cnmmandnr Prnphecy 

During a space flight, type 
in DYNOMITE and then press 
the following key combinations 
and codes to activate some 
great cheats! 

Ctrl-C - Turns collisions on or off 
Ctrl-I - Enables or disables invincibility 
Ctrl-FI2 - Destroys target 
GOODTARGET - Changes the cockpit 
targeting mode to turret 
targetting mode! 

MORETUNES - Radio on 
ALSWANTSMORESHIPS - You can 
fly enemy ship during 
simulated missions ■ 
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B0DH Issues 


An exclusive preview of Westwood's stunning Blade 
Runner, and a world exclusive review of Perfect 
Assassin ensured issue two carried on where the 
^irst issue left off. With over twenty reviews,^g^H 
^numerous previews, a solution to Little Big 

Adventure 2 and up-to-the-minute news on the best 
upcoming titles, it's an essential read. Add to that 
a free CD and 16 page Tomb Raider II supplement 
and it has everything the serious gamer needs. ■ 

The exclusive review of 6T Interactive's Abe's Oddysee 
and a full review of Tomb Raider II were the highlights 
of this stunning Christmas issue. Other Christmas 
crackers included Screamer Rally, Uprising, Actua Soccer 
2, GTA and THQ's Pax Imperia - all of which were fully 
reviewed. With a Tomb Raider II demo and an enthralling 
Men in Black demo, the UmMAH CD maintained the high 
standard set by that of issue one. Issue four of UinMAH 
PC is the essential read for the die-hard PC gamer! ■ 


With a world exclusive review of Activision's 
Battlezone, issue 6 of UinMAiE PC is an essential read 
for anyone who likes their real-time wargames. Forget 
about Command and Conquer, Total Annihilation and 
Dark Reign, because Battlezone redefines the whole 
genre with its mix of first-person perspective 
shooting action and demanding strategy. If you 
missed out on our extensive review of this landmark 
title, then order your back issue right away and find g 
out just what it is your missing! ■ 


An exclusive MiB review was just one of over 20 in ^ 
this bulging issue. Amongst the others were Sid Meier's 
Gettysburg, Total Annihilation, Worms 2 and Jedi ■ 

Knight: Dark Forces 2. There's also solutions to The I 
Feeble Files and Excalibur 2555, as well as a tips ’ ^ 

guide to Dark Colony. As if that wasn't enough, there's « 
two CDs crammed with all the latest playable demos., 
including Jedi Knight, CM 97/98 and Screamer Rally. ^ 

All this at the stunning price of just £3.50 - what 
more could any gamer need? ■ 


This New Year offering featured over thirty full 
reviews. Amongst them are Virgin's Blade Runner, 

Quake II and a world exclusive on Eidos' Deathtrap ^ ' 
Dungeon. Issue five of UmMATE PC is also packed with 
previews, including Die By the Sword, Ultimate Soccer 
Manager '98 and Battlezone. There's also the usual CD 
crammed with demos. With a full solution to the first 
part of Tomb Raider II propping up the rear of the 
mag, there's undoubtedly something for everyone in 
this massive 164 page issue. ■ 


Another big seller, our exclusive review and playable 
demo of Die By The Sword makes issue 7 an essential 
read for all those PC gamers who remember the 
classic. Barbarian with affection. Speed freaks are 
also more then catered for in this issue, with an 
exclusive demo of Powerboat Racing being just one of 
many crammed onto the packed CD. An exciting in- 
depth look at Cendant's new release. Half-life and a 
round-up of the top three games of 1997 by genr^g 
makes this one issue not to miss. ■ 


Quake II is dead and in its place as the king of 
3D action adventures stands Probe 
Entertainment's stunning Forsaken - find out just 
what makes this game so special with our 
comprehensive review. As if that wasn't enough, _ 
look no further than issue eight of Ultimate PC for 
full reviews of Redline Racer, Formula 1 '97, Plane 
Crazy and Black Dahlia. Inside this issue you'll 
also find a special report on MGM studios and its 
3ames Bond stunner. Tomorrow Never Dies. ■ 


Playable levels ensures that issue nine of 
Ultimate PC is a 'must have' for anyone serious 
about their games. Reviews of StarCraft, 
Motorhead and Ultimate Soccer Manager also 
make this a special issue which no PC gamer 
should be without. An in-depth preview of C&C: 
Tiberian Sun and a first look at LucasArts' real¬ 
time Star Wars strategy game. Force Commander 
can also be found in this issue. ■ 


Football fans should be in seventh heaven after 
reading our special World Cup edition of Ultimate PC! 
Our tenth issue contained nearly 30 pages of football 
reviews and previews, including World Cup '98, Three 
Lions, Sensi Soccer WC 98, Viva Soccer, Total Soccer, 
Championship Manager 98 and many more. Non-footy 
fans weren't left out, with Conflict: Freespace, X-Files, 
an in-depth RPG feature and the first part of our 
interview with Criterion Studios. ■ 


Ever since the classic Elite, computer games 
enthusiasts have had to endure a torrent of space . ^ 
combat sims. Some have been good, some have m 
been bad, and some, like Interplay's Conflict: I 

Freespace, have been stunning. In our exclusive ^ 
review, you can find out exactly why we rate this . || 
game so highly. You can also check it out for ~ I 
yourself with the exclusive playable demo on one 
of our two packed CDs. ■ 
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Prices/Copies Ordered; 


Issue One: SOLD OUT. 

... Issue Two: £4.50. 

... Issue Three: £4.50 ... 

Issue Four: £4.50. 

... Issue Five: £4.95. 

.... Issue Six: £4.95. 

Issue Seven: £4.95. . 

... Issue Eight: £4.95. 

.... Issue Nine: £4.95. 

Issue Ten: £4.95. . 

... Issue Eleven: £4.95. 

.... Total Price: £ . 
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special Reserve Discount Mail Order • 01279 600204 

All telephoned orders for games are despatched priority by First Class Post ^ 

Market leaders in mail order home computing, established 10 years, great web 
site and six amazing shops. See us on the web at http://special.reserve.co.uk. 

Officially Authorised for Nintendo and for PlayStation. Trial Membership for just 50p. 0% PAY LATER (subject to status). 


CD ROM SOFTWARE 

(18) = Rated 18, state over 18 when you order 

ADIDAS POWER SOCCER 98 .31.99 -10%* 

AGE OF EMPIRE .34.99 -10%* 

ALIEN INTELLIGENCE .31.99 -10%* 

ARCADE POOL .9.99 -10%* 

ARMY MEN .32.99-10%* 


MS GOLF 98 .32.99-10%* 

OF LIGHTS. DARKNESS .31.99-10%* 

PINK PANTHER 2 19.99-10%* 

PREMIER MANAGER 98 UPDATE ...15.99 -10%* 
PRIVATEER 2: THE DARKENING ...14.99-10%* 

QUAKE .13.99-10%* 

QUAKE 2 MISSION - RECKONING ...16.99 -10%* 
QUAKE 2 29.99-10%* 


.29.99-10%* QUEST FOR GLORY 5 ’’’26'99-10%’ 


BATTLEGROUND COLL. VOL1 .28.99 -10%* 

BLADE RUNNER .32.99-10%* 

BRITISH OPEN GOLF CHAMPIONSHIP 25.99 -10%* 

BROKEN SWORD .9.99-10%* 

CAESAR 3 .26.99-10%* 

CARMAGEDDON (15) .13.99-10%* 

CARMAGEDDON MAX PACK (15) ...25.99 -10%* 

CHAMPIONSHIP MANAGER 2 1997/98 19.99 -10%* 

CIVILIZATION 2 .14.99-10%* 

COMMANCHE 3.0 GOLD .25.99 -10%* 

COMMAND Sc CONQUER.16.99 -10%* 

COMMAND 8. CONQUER: RED ALERT 

COLLECTORS PACK .32.99 -10%* 

COMMANDO’S: BEHIND ENEMY LINES 31.99 -10%* 

CREATURES .12.99-10%* 

CURSE OF MONKEY ISLAND .29.99 -10%* 

DARK FORCES 2 - JEDI KNIGHT .31.99 -10%* 

DARK FORCES 2 - DATA CD .17.99 -10%* 

DARK OMEN .33.99-10%* 

DESTRUCTION DERBY 2 .17.99 -10%* 

DIABLO .25.99 -10%* 

DIABLO DATA CD - UNEARTHED ARSENAL 14.99 -10%* 
DOOM TRILOGY - DEPTHS OF DOOM 14.99 -10%* 
DUKENUKEM KILL-A-TON COLL ...24.99-10%* 

DUKE NUKEM 3D (18) .12.99 -10%* 

DUKE NUKEM 3D DATA DISK .9.99 -10%* 

DUNE 2000 29.99-10%* 

F22 RAPTOR GOLD .26.99 -10%* 

FALLOUT .32.99 -10%* 

FINAL FANTASY 7 .33.99-10%* 

FLIGHT UNLIMITED 2 .30.99-10%* 

FLYING CORPS GOLD .18.99 -10%* 

FORMULA 1 97 .34.99 -10%* 

FORMULA 1 GRAND PRIX 2 .18.99 -10%* 


REAR .32.99-10%* 

RESIDENT EVIL .26.99-10%* 

RPG ANTHOLOGY .24.99-10%* 

SCREAMER 2 .9.99-10%* 

SCREAMER INJECTION .23.99-10%* 

SECRET OF MONKEY ISLAND 1 S. 2 14.99 -10%* 

SENSIBLE SOCCER 98 .25.99-10%* 

SENSIBLE WORLD OF SOCCER 96/97 9.99 -10%* 

SENTINEL RETURNS .34.99-10%* 

SETTLERS 2 GOLD EDITION .27.99 -10%* 

SHADOW WARRIOR (18) 12.99-10%* 

SIERRA PRO PILOT DOUBLE PACK 28.99 -10%* 

SPELLCROSS .19.99 -10%* 

STAR TREK GAME SHOW .17.99-10%* 

STAR TREK: KLINGON HONOUR .32.99-10%* 


RAM PRICE PLUNGE 

32 MB SDRAM DIMM QQ QQ 
r 2x16 MB EDO SIMMs 
64 MB SDRAM DIMM QQ 

r 2x32 MB EDO SIMMs wf Ww 

■ Prices include VAT Si Carriage! - 

HOW 

LOWIu 


We stock 1500 games and utilities. 
Please call for price and availability 
15 sales lines - Call 01279 600204 


STAR WARS SUPREMACY .29.99-10%* 

STARCRAFT EXPANSION PACK .16.99-10%* 

STARCRAFT .29.99-10%* 

STARSHIP TITANIC .32.99-10%* 

STARSIEGE .29.99-10%* 

STEVEN SPIELBERG’S 

DIRECTOR’S CHAIR .12.99-10%* 

STREETFIGHTER ALPHA .13.99 -10%* 

STRIKE ZONE .20.99-10%* 

SYNDICATE WARS .12.99-10%* 

TEST DRIVE: OFFROAD .19.99-10%* 

THEME HOSPITAL & SIM CITY 2000 26.99 -10%* 

THEME PARK .12.99-10% 




FORSAKEN .30.99-10%* TIDES OF WAR .22.99-10%* 


GABRIEL KNIGHT 3 .29.99 -10%* 

GEX3D .25.99-10%* 

GRAND PRIX LEGENDS .29.99-10%* 

GRAND THEFT AUTO (18) .32.99 -10%* 

HELICOPS .6.99-10%* 

IMPERIUM GALACTICA .9.99-10%* 

INCOMING .32.99 -10%* 

INTERSTATE 76 (15) ..'.9.99-10%* 

INTERSTATE 76: NITRO RIDERS ...16.99-10%* 

JOINT STRIKE FIGHTER .12.99-10%* 

JONAH LOMU RUGBY .10.99 -10%* 

LEISURE SUIT LARRYS CASINO .18.99 -10%* 

LIE DETECTOR .17.99-10%* 

LORDS OF MAGIC .22.99-10%* 

LULA-THE SEXY EMPIRE .21.99-10%* 

Ml TANK PLATOON 2 .33.99 -10%* 

MEGA3PACK VOL 1 .23.99 -10%* 

MEN IN BLACK .16.99 -10%* 

MICRO MACHINES V3 .20.99 -10%* 

MIGHTS. MAGIC 6 .32.99-10%* 


MOTORHEAD 


TOCA TOURING CARS .22.99 -10% 

TOMB RAIDER + SCREENSAVER ...14.99 -10%* 

TOTAL ANNIHILATION .29.99-10%* 

TOTAL ANNIHILATION DATA CD .19.99 -10%* 

ULTIMA COLLECTION .33.99-10%* 

ULTIMATE SOCCER MANAGER 98 ...25.99 -10%* 

UNREAL - LEVEL EDITOR .17.99 -10%* 

UNREAL .29.99-10%* 

VIRGIN 5 - FULL THROTTLE & THE DIG ... 14.99 -10%* 

VIRGIN 6 - REBEL ASSAULT 1 & 2 .14.99 -10%* 

VIRGIN 7-STAR TREK25TH 

ANNIVERSARY & JUDGEMENT RITES ...14.99 -10%* 

VIRGIN 8 - X-WING & TIE-FIGHTER .14.99 -10%* 

WARCRAFT 2 .25.99 -10%* 

WORLD CUP 98 .31.99-10%* 

WORMS 2 .19.99-10%* 

X-COM - APOCALYPSE .12.99-10%* 

X-COM INTERCEPTOR .32.99 -10%* 

X-FILES: THE GAME .33.99-10%* 

X-FILES: UNRESTRICTED ACCESS 19.99-10% 




..24.99-10%* YOUNGBLOOD .23.99-10%* 


PC CONTROLLERS 

' GRAVIS GAMEPAD PRO ...22.99 
10 programmable buttons with 
built-in two player connector 
MS SIDEWINDER 
GAME PAD ...27.99 
8 programmable 
buttons, 8 way hat switch, 
trigger button, throttle wheel 
GRAVIS PRO . ..14.99 
Built-in throttle control, 5 fire 
buttons, foam padded 
MS SIDEWINDER PRECISION 
PRO JOYSTICK 45.99 
8 programmable buttons, 8 way hat' 
switch, trigger button, throttle wheel. 

Ideal for flight sims 
, SAITEKX6-32 
JOYPAD ...15.99 
Microswitched thumb control, 8 fire 
buttons, 4 shoulder buttons, autotire Si 
turbofire with LED indicators 

MISC PC HARDWARE 

12 MB CREATIVE LABS 3D BLASTER PRICES 
(VOODOO II) 3DII ACCELERATOR 

+ FOUR TOP ENHANCED 3D GAMES .209.99 

4 MB ORCHID RIGHTEOUS 3DFX ACCELERATOR 

+ 5 TOP ENHANCED 3D GAMES .89.99 

DIAMOND SUPRAEXPRESS 56K 

EXTERNAL FAX/MODEM DOWN £30 TO .. .69.99 

HARD DRIVES FROM .59.99 

CD ROM DRIVES FROM .29.99 

PACK OF 10 CD-R RECORDABLE CD’s .. .19.99 
MUSTEK SCANEXPRESS 12000 

9600 DPI FLATBED SCANNER .99.99 

EPSON STYLUS 600 INKJET 
PRINTER + PUBLISHING SOFTWARE ... . 

100 SHEETS EPSON PHOTO-QUALITY PAPER 
INK CART BLACK FOR EPSON 600/500/400 
INK CART COLOUR FOR EPSON 800/600/400 


All for £6.00 



Special Reserve Annual Membership Fee 

It’s easy to join, just phone 01279 600204 or send in the order form. 

There’s no obligation to buy anything, you can be any age, and it’s only £6. 

1. Members receive 10 issues of our colour Club Magazine per year with over 2,000 
products, many at below trade price or under half price. There are Reviews, Features, Charts, 
Release Dates, Extra Savings and thousands of pounds worth of great prizes to be won. 

2. The incredible FREE Special Reserve Book of 3000+ Cheats (all formats) will be sent to 
you with your Family Membership Card and F1 Fantasy Game FREE entry form (members only 
- £4000 worth of prizes). 

3. Choose any one of the FREE GIFTS below if you buy just one item at the same time as you 
join. These gifts are worth up to £40. You can extend your membership (£5.50) at any time to 
receive more of them. 

That’s why over 400,000 people have joined Special Reserve - The Biggest Games Club in the World 


10 % 


Mail Order Madness 



_- 

MAXX.net P2 266 

Intel Pentium 11 266 
64 MB SDRAM DIMM 
8 MB AGP 3D Graphics 
300 Watt Subwoofer 


£999.99 Inc VAT 
15 Adi Monitor 
8.0 GB Hard Drive 
SB16 A Modem 
Big 30 Games Pack 






CANON BJC 4300 PRINTER DOWN £35 TO .. 
INK CART BLACK FOR CANON 4000 SERIES 
INK CART COLOUR FOR CANON 4000 SERIES 


.174.99 

...10.99 

...17.99 

...18.99 

.124.99 

...8.99 

14.99 


MAXX P2 400 

Intel Pentium II 400 
1 28 MB 100 MHx SDRAM 
8 MB AGP 3D Graphics 
300 Watt Subwoofer 


£1799.99 inc VAT 
15 Adi Monitor I 
12.0 GB Hard Drive I 
AWE 64 Wave I 
Big 30 Games Pack I 


MAH 3D2jiet DVD RWCD XS P2 266 


(heck eel ew MAn 3D2.iielS6 DVD RWCD XS P2 400 


EVERYTHING DOWN 
PC UPGRADE SALE 

IM 

OFF PREVIOUS PRICE 
OF SOME ITEMS 

PIEME SB cum NM FOR DETWS 


r Deduct an extra 10% off the price of games 
only if you place your order by post to the 
address below or by FAX on 01279 726842 pr 
via internet at http://special.reserve.co.uk . 

e.g. Deduct £2.80 off 
a £27.99 game. 

HM (not to be used in conjunction 

fl B with other special discounts) 
EXPIRES 20/09/98 


Special Reserve 01279 600204 

All telephoned orders for games are despatched priority by First Class Post 
Open 9.30 am to 8pm (Mon-Sat) 10am to 5pm (Sun & Bank Holidays) 

(BLOCK capitals please) 

Name, Address and Postcode_ 


Phone No_ 


Machine 


ENTER MEMBERSHIP NUMBER IF ANY 


We only supply members but you can order as you join (from 50p). 

There is no obligation to buy anything and you can be any age. ULTIMATE PC 

£6.00 Annual Membership includes 10 issues of the Club Magazine plus 
the Special Reserve Book of 2500 Cheats. AND choose a FREE GIFT 
from below if you buy any item at the same time as you join. 

Please enter membership fee if applicable and please remember to tick your choice of gift below 
Annual Membership £6 (UK), £9 (EC) or £12 (World) 

OR Trial Membership 50p (One magazine. One order. No gift) 


item 


item 


item 


Deduct any 
“10% Mail Order 
Madness 
Discount as 
- described 
above* 


Please add 50p per game for UK First Class Post (£2.00 overseas) 


ALL PRICES INCLUDE UK 2ND POSTAGE & VAT 

Cheque/P.O./Mastercard/Creditcharge/Switch/Visa 


I 


credit card 
expiry date _ 


switch 

_(ISSUE NO_ 


Overseas orders must be paid by credit card. Overseas surcharge £2.00 per item 

Hardware items (mains or battery) are only supplied to the UK mainland 

Immediate cheque clearance 
Cheques payable to SpBCiol RCSBWC at 
PO Box 847, Harlow, CM21 9PH 




Please tick your choice of gift when you join for a 
year (£6) at the same time as buying any one item. 

If joining by telephone please ask for your gift at the time. 


OF PmzBS 0% Pay in 9 Months 


^LfiLLLii:Li:trjLiULlLLLLLLLU U ^0 

WIN 15 PlaySfations with FI and a £2000 PC 


: ' I 10% Deposit, no more to pay for 9 months and no interest, subject to status. You can 
■ I buy anything from our catalogue or shops this way providing your total purchase is 
I over £200. 0% APR If the balance is paid in full after 9 months or 29.8% APR extended 
PlayStation I Full details available. Our prices are not increased in order to offer this option. 


Special Reserve Big Club Shops 


SAWBRIDGEWORTHl 

The Waitings, Station Road. Sawbridgeworth, Herts. 
Not far from the Ml 1, just around 
the corner from the train station 

Tel: 01279 600399 


CHELMSFORD 

43 Broomfield Road, 
Chelmsford, Essex. 

Just around the corner from the bus station 

Tel: 01245 348777 


MASSIVE SELECTION - LOIVEST PRICES 

We’ll beat any locally advertised price by £2. 
All our shops have PC Upgrade and Repair 
facilities and we sell a range of award-winning 
PC’s from £749. 


SOME ITEMS CARRY A Cl SURCHAROE IN THE SHOPS 


UPMINSTER 

209/213 St Mary’s Lane, Upminster, Essex. 

2 miles from junction 29 of the M25. 
Opposite Somerfield Supermarket 

Tel: 01708 225544 


NOTTINGHAM 

164 Derby Road, Stapleford, Nottingham. 

2 miles from junction 25 of the Ml. 
near Kwik Fit and Pizza Hut 


Tel: 0115 949 1000 




EGHAM 

168 High Street, Egham, Surrey. 

Near Windsor and Staines. 

Just 1 mile off junction 13 on the M25 

Tel: 01784 473444 


BRISTOL 

351 Gloucester Road (A38), Bristol. 

1 V. miles from the City Centre 
and just up from Kwik Save 

Tel: 0117 924 5000 


% Oft* at http://special.reserve.co.uk 


MASSIVE 

CONTENT 


Inevitably some products listed may not yet be available and prices may change. Please phone 01279 600204. SAVE = Saving off full recommended price. 
Sent to press 20/06/98 Errors & Ommisions Excluded. Inter-Mediates Ltd. T/A Special Reserve. The Maltings. Sawbridgeworth. Herts CM21 9PG 


FREE MOUSE FOR PC 

2 buttoned mouse 
OR FREE COMPETITION 
PRO JOYPAD FOR PC 
4 fire buttons & turbofire 
OR FREE YEAR 2000 
TEST CD FOR PC 
OR FREE 1 MB MEMORY 
CARD FOR NINTENDO 64 
OR FREE RUMBLE PACK 
FOR N64. Sends vibrations 
through the controller 
OR FREE PREMIERE 
FOOTBALL. Full size, PVC 
coated football. Includes 
adaptor. Design may vary 
OR FREE 1 MB MEMORY 
CARD FOR 
PLAYSTATION 
OR FREE 24 CAPACITY CD 
WALLET. Stores CD’s in 
individual compartments 
OR FREE COMMANDER 2 
JOYPAD FOR PLAYSTATION 
With turbofire function. 

OR FREE PERSONAL 
STEREO CASSETTE 
PLAYER + HEADPHONES 
OR FREE ACE VENTURA 
2 VHS VIDEO (PG) 

OR EIGHT GAMES FREE 
ON PC CD ROM. Desert 
Strike, Team Suzuki, Actua Soccer semi 
edition, Lotus 3, Jungle Strike, Toyota Celica GT 
Rally, Zool 2 & Normality Inc demo. All games 8 FREE. 
Seven games free for PC CD ROM also available. 

Offers subject to stock availability. Overseas members add £2 postage 
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Interactive Entertainment 


©Midas Interactive Entertainment BV. All trademarks acknowledged. All rights reserved. 



CYBERBALL release date 25th June 


The New Style Arcade Pinball. 

• Four Awesome Tables: Aircrash, Dooke, Shark Attack, 
Enlightenment. 

• 8 Players & up to 16 balls. 

• Superb Sounds & Spectacular Graphics. 


• 2D or 3D view of Playing Field. 

• 6-8 Paddles with Numerous Bumpers. 

• Advanced Options also available. 






ECHELON release date 25th June 


Action Filled Strategy Game played in an Alternative Science Fiction 
Environment. 

• 3 Different Species: ARUTHAS, ERIINS & TRASKS. 

• Superb Sound & Spectacular Graphics. 

• 24 Buildings & 27 Vehicles 

• 15 Exciting Missions. 


explore, discower and eliminate 




rntimiT) 



JOHNNY HERBERT’S GRAND PRIX CHAMPIONSHIP 
1998 release date 10th July 


• Accurate Car Simulation Model developed in association 
with Grand Prix driver Johnny Herbert. 

• Multiple Game Modes, 15 different tracks. 

• Split Screen Option & Multiple Game Views. 

• Accelerator Card Enhanced. 

• Workshop Facility & User Control Over Realism. 

• Editor included to customise teams & cars. 

• Network play for up to 6 players. 


Bf I i M 



This game is only endorsed by Johnny Herbert and is not approved by the FIA or any other federation or organisation. 


www.gamesarena.com • E-mail: midas@gamesarena.com 




















